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INSTRUCTIONS 



EDITORS COMMENT 



Before we get down to sc 
through Ihis months issue, I would lil 
comments regarding the ({ intents. 

MACHINE* CODE programming 
However, due to the fact that we 
out catalogue, we have had to hoi 
until r*XJ month. My apologist 

There appears to be a general i 



i be s 



King tl 



JHN and to you, the 

rge in the number ol 
utility 5.LU.CK. This 
in this months disk: 
U.CK. WITH MUSIC, 
llt-mcndim- response to 
■ntly being analysed 



rtly. f 
.1- lollot 



.uple 



n by the two utilitie' 
S.E.U.C.K, EXTEN5ION KIT and S.E. 
I am happy to report that wf 
the CDU SURVEY. The repl 
and the results will be Itno 
that come to mind immedia' 



!. TECH NO-INFO is the 2nd favourite aspect of CDU. 
This is a very encouraging result both for myself and for 
|ASON. 

2. We seem to have the correct balance of programs and 
articles. (At least for the majority of you that is). 

3. Practically everyone is pleased with the new format 
and layout of the magazine. This brings a lot of personal 

o bolh rmvh and MARK l In - designer. 



That's 



jugh of my waffling. Load up the disk and go! 



HOW TO COPY CDU FILES 

You are welcome to make as many of your own copies of 
CDU programs as you want, as long as you do not pass 
ihem on to other people or worse, sell them lor profit, ten- 
people who want to make legitimate copies, we have 
I in a iderl .1 \cr\ simple m,n hint rode file < opier. To use it, 
simply select ihe item FILE COPIER from the main menu. 
Instructions are presented on screen. 

DISK FAILURE 

If for any reason the disk with your copy of CDU will not 
work on your system then please carefully re-read the 
operating Instructions in the magazine. If you still 
experience problems then: 



2. If you bought it from a newsagents, 
then return it to: 
CDU Replacements 



DISK INSTRUCTIONS 



■rythuig |>U"ihle In ensure that CDU 



RC7 4QW 

Telephone; 0734 81 7421 



have one of the above, then we suggest you disable 
and use Ihe computer under normal, standard cone 
Getting ihe programs up and running should not f 
you with any diffii ultirs. simply pul your disk in till 
and enter the command. 

LOAD" MENU",8,1 

Once the disk menu has loaded you will lie able to start 
any of the programs simply be selecting the desired one 
from Ihe list, It is possible for some programs to alter the 
computers memory so that you will nol lie able to LOAD 
programs from the menu correctly until you reset the 
machine. Wh Ihereiore surest lli.il inn mm voui i ompulei 
off and then on again, heiuri' loading each program. 



from INTERCEPTOR CROUP for a seryic 
£1.00. Return the faully disk with a cheqi 
order made out to INTERCEPTOR CROUP 
state the issue of CDU that you 
documentation will be supplied. Please use appropriati 
packaging, cardboard stiffener at least, 
disk. Do not send back your maga/ini 
please. 



be supplied 
? charge of 

and clearly 



NOTE: Do not send your disks back to the above 
address if its a program that does not appear to work. 
Only if the DISK is faulty. Program faults should be sent 
to: BUG FINDERS, CDU, Alphavile Publications Ltd, 
Unit 20, Potters Lane, Kiln Farm, Milton Keynes, MK11 
3HF. Thank you. 
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ON THE 



SPRITE MASKER 



Sprite designing and overlaying explained 



SIMON I IARTLEY ( PSI ) 



NOTE:- AT ANV TIME DURING ANY FILENAME INPUT 
A DISK DIRECTORY CAN BE DISPLAYED BY PRESSING 

<$>. 



WITH THE TERM 'MASK' IN THE EDITOR. WHEN I 
WRITE 'MASK' I SIMPLY MEAN THE MONOCHROME 
SPRITE OVERtAYED ON THE MULTICOLOUR SPRITE. 



LOADING 

To load (he sprite masker, type LOAD "SPRITE MASKER 
Vr.8,1 <RETURN> or select from the CDU menu, 
when the program has finished loading type RUN and 
press return. Or simply select it from the CDU menu. You 
will then he presented with the title screen which 
displays tour options. 

]) LOAD SPRITE LIBRARY 
21 SAVE SPRITE LIBRARY 

3) ENTER THE EDITOR/TOOLKIT 

4) QUIT 

1 1 This loads a library file from disk. When this option is 
selected, and you have answered the query ( ARE YOU 
SURE Y/N ?'). you must type the filename of the file to 
load. On screen, the input will have the prefix 'BANK>'. 
this simply tells the user that this is a library sprite file 
and it will be saved at the start of the file name. The 
prefix can. however, be deleted and a full 16 character 
filename entered. Please note that the 'BANK>' prefix 
simply mejns \l w library sprite file and should not be 
com used with video hanks ol the curnmodore machines. 



THE TOOLKIT 



Select mono: 
Select multici 

Next sprite 



■ spritetsl selected by the funt 
Tip sprilelsl on horizontal pla 



NOTE:- WHEN SCROLLING A MASKED SPRITE IE FT 
OR RIGHT YOU MUST MAKE SURE TO SCROLl BOTH 
IMAGES AT THE SAME TIME AS IT IS POSSIBLE TO 
SCROLL A MONOCHROME SPRITE ONE PIXEL TO 
EITHER SIDE WHEREAS A MULTICOLOUR SPRITE 
NFFRS TO BE SCROLLED TWO. IF THIS HAPPENED IT 
IS NO GREAT DISASTER BUT IT MERELY MEANS THAT 
THE MONOCHROME AND MULTICOLOUR SPRITES 
BECOME OUT OF SYNC. AND CAN EASILY BE 
CORRECTED. 



4) This option queries your selection then if you want it L lo 

to, exits the editor and resets. As long as you do not wipe S sa 
over the code area, the prour.mi (.in lie walled by 'SYS 

2176'. whe 



the type oi sprite selecled;- 
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ON THE DISK 



TYPE 



PREFIX 



MONOCHROME MONO> 
MULTICOLOUR MULT> 
BOTH IMAGES MASK> 

As before, the prefix may be deleted and a disk directory 
may be called by pressing <$>. Colours are saved along 
with the sprilelst without taking up any extra room!! this 
is because the commodores' sprites are $40 1641 bytes 
and the last byte is unused by the system so I take 
advantage ul it by slur inn the ( olours there in the form of 
hi nibble/low nibble (in simple terms this is one 
colour'ld plus another colour). This may seem a little 
complicated so I will tell you how the colours are stored 



sprite and its mask tor if you wish 
multu i = I ■ j l i r sprite on its own). 
The editor is key based although you c 
in port two to edit the sprite. The keys ar 



n the lop/left of sprite 



1) In the last byte of the multicolour spr 
multicolours 1+2 as the hi/low nibhle. 
2} In the last byte of the monochrome spr 
multicolour spriles' colour then the monoc 
colour as the hi/low nibbles. It is because 

apologise for this inconvenience but it was the only wa' 
to save sprites without increasing their size which 
( i mi'use you il used in yout own programs. 

THE SPRITE EDITOR 



NOTE:-WHEN VOU ARE EDITING THE 
ore the MULTICOLOUR SPRITE YOU WILL PLOT A PIXEL 
sprites' TWICE AS BIG AS WHEN YOU ARE EDITING THE 
MONOCHROME SPRITE BECAUSE A MULTICOLOUR 
PIXEL IS TWICE AS WIDE AS A HIRES PIXEL 



ld TIP WHEN DESIGNING SPRITES 

Always design the monochrome sprite first and then fil 
in the multicolours under it as vou will be able to make ; 
smoother sprite and will get less confused. 
IE That's it, now get designing those sprites !!! 



OFFICIAL DEALER FOR ~ COMMODORE STAR 



COMPUTERS 

Amiga 1500 comprising : 
B200I1+1084S Monitor+Twin Floppies* 
The Works !+De luxe Paint 3+3 Games 
Amiga 500 SCREEN GEMS PACK 
comprising : TV Modulator. 4 Games 8 
Deluxe Paint 2 

Commodore 64C NIGHT MOVES Pack 
comprising ; Cassette Recorder, a Games 

Commodore PC Starter Packs 
(AS SCEEN ON TV ) 



MONITORS 

Commodore 1 0S4S Stereo Colour Mo 
Philips 8833 Stereo Colour Monitor 
Philips 7502 Green Screen Monitor 



15.00 



PHONE 



PRINTERS 

Citizen 1 20D+ Parallel or Commodore £129.95 

Star LC-10 Parallel £159 00 

Star LC-200 Colour Parallel £209 00 

Star LC 24-10 24 pin M ulti -font 1 70/57 cps £209.00 

Star LC 24-200 24 pin Multi-font 200/S7 cps £259 00 

Star LC 24-200 Colour Version ot above £299 00 

Ok i mate 20 P ri nt h ead 5/ Ri t> bo n s/Pa per PHONE. 



MISCELLANEOUS 

Amiga 512K HAM/Clock E*p for A500.Free p&p. £ 39.00 
Commodore 1541 -II Disk Drive £129.00 
Commodore C2N Data Recorder. pSp. £2 £ 29.95 
External 3.5" Disk Drive for Amiga pSp, £2 £ 59.95 
Power Supply tor C64 pSp. £1 E 26.45 

Super-G Parallel Interface for C64/1 28. pSp. £1 £ 34.9: 
(Allows use of standard parallel printers on C 64/128 ) 



SOFTWARE 



Tasword 64 40/80 Col WP-ta 
Mini Office II for 64- Disk 



Free pSp. £ 39.95 
Freep&p. £ 39.95 

Free pip. £ 19.95 



ALL PRICES ARE INCLUSIVE OF VAT AT 15% CARRIAGE ES ( EXSPRESS £10 ) 



Vdta Pi SoftoAone £td 



i Rusvi/arp Lane, WHITBY, N. Yorks Y021 1ND 
TEL/FAX: 0947 600065 (9am - 7pm) 



-ON THE DISK 



THE SHOOT'EM UP CONSTRUCTION KIT 
EXTENSION 



Use Sensible Software's S.E.U.C.K. for 



The ShoolEm Up Construction KM \i.is highly acclaimed games programs, where, on most occasions memory is at 

when it was launched in 1487. The kit contains, in my a premium. Each ot my si ree ns is 40 bv 20 characters, 

opinion, one of the best GRAPHICS creation tools giving a total of 800 bytes per screen. Therefore, 

available for designing SPRITES and BACKDROPS. I was normally for 256 screens this would need to use up 

wondering how many readers own a copy of this 204,800 bytes of memory. (Amiga please!!) Bui, by using 

excellent tool, and seeing th.it a lew readers' games have this compression technique, we can store 256 screens 

been developed with the utility - namely - PHANTOM, worth of data in only 8192 bytes, now THAT'S SOME 

B-RAID and ATLANTIS (There are others), then many of SAVING, 
you have obtained a copy methinks. 



THE EDITOR IN USE 



A LITTLE BACKGROUND 



The editor is operated simpk In a jm stick in Porl 2, and 

Or>e of the main features of the kit is the background t' 1 ' 1 ''"^ kev | " rsstb ' * ta W Bl ( ,( " k C V * SOR ' 3 *' 

editor, in win, h , 1^1 ,s bu.h up k -,m,.k .n« pie- ^f'*', ^ \" v " u '"'» *™* 

deimed blocks of chara, lers into a le.el map - th, „,'.,, Iu ' ^ tht ' C <""" " " ■'»"«* V™ to flip 

piece technique - no less! The main principle for this ,?, en , ^St. s( reeris an<| insert j reiewin k 

article is to allow the user to load in a standard " ' ? ' een •'' block ...p.., , B A«.on. Belore you 

VI I .< K. I>a<ke.r it! Ll, from iri:-.. m w i v.ui '■' K Ivl " v , ' "' v " u , v " 1 r " vl1 "■' "' " ; 

created the necess.rr. <har.ul,rs and block,, that , an ^'"^ n r ^'TVc?) FX 

then be slotted into place on any one ol JSt, screens I* w J* u "K" ' »" h 5 :" , Ch ' T hc S-f.U.CK. 

using my edit... Th,-e lull , olou, screens (Well, one H K G ROU N DS ood r! n 'wit hfn t he S TO RAT F n 

colour per block as in S.E.U.C.K. of course) can then be S„ ,2^ t ,? P , !, i i ' 

used in your own programs In usiny the source rile th.il I '!' " '" '", v "" "'aded into the 

have included, ll can be assembled by the MIKRO ,h - ' ^ w 

assembler, 651 0+, and my very own 6510 MACRO "' lm >" I' en.inic- ii ( .m S.E.U.C.K. .ire 

ASSEMBLER (As published in 'YOUR COMMODORE '). - li;l '"'" 111111 '' 1 ' , 11 "" lMI k H r " 1 " 111 "- 



BLOCK COMPRESSION 
TECHNIQUE 



iAPHICS. This is 
file that STARTS 



Allan Webb touc hed on this subject in his HIGH SPEED loading m ' 1nv scrttn ,L "'' lh '" V» u nave created 

GRAPHICS' series that was also run in 'YOUR mentioning, don t you thinkr 1 :. It you just want to 

COMMODORE', I intend to go one step further by 1,1 ™ eortw lll ' ln toad U P a demonstration 

presenting a comprehensive editor that complement- the "'nlaming some blocks ready for use - the Bli 

S.E.U.C.K. The kit uses this compression technique, sl * le ' ne V f 
which is widely used lor storing many screens worth of 
data in a compacted form. Each block that is created 

c^nrteB^Lacn'le^r further made* 3 "■ ™E STATUS WINDOW 

blocks placed together, giving Ihe overall effect of a full Below the main graphics area 

screen image. This technique of expanding blocks of where the user communicates 

characters onto the main screen has wide applications in information is displayed. The i 



ON THE DISK 



i- being edited is shown. alongside the him k number that 
is to be used fur inserting onto the current screen. The 
value given alongside "HOLDING" refers to ihe block 
that currently lies underneath the block cursor. 



KEY/ JOYSTICK FUNCTIONS 



B 


Save block definitions 


C 


Save character set 


S 








L 


Load S.E.U.C.K. background (ile 


S 


DOS support 


F1 


Increase background < olour by 1 


F3 


Increase multi-colour 0 by 1 


F5 


Increase multi-colour 1 by 1 


F7 


Increase border by 1 



1 . Using the " n " and "*" keys to add In or decrease the 
current block number. 

2. Using Ihe *C* key to CRAB a block that is under the 
cursor - in this case the BLOCK NUMBER will be given 
the value contained in "HOLDING". 

The screen number can he changed by using the "+" and 
keys, to nunc 1<> the n-.-v I screen in sii rm-i ■ ti 

There are also key-presses available to dump a screen 
into spare and then, if needed, copy it to another screen. 
1 his iunclion is operated by the "F" and "T" keys lo copy 
'FROM' and TO'. Press the "F" key when on the source 



then be loaded back for use 
iommands you require are; 



A - Save attributes :Block colours! 
B - Save bloc k definitions 
C - Save character set 

Screens that you have designed i 
loaded bac k by pressing Ihe "K" ki 
changed usinci the FIG keys, whili 
you to send disk commands, and v 
- a DOS support is a good reatme o 

believe. 



KEY SUMMARY TABLE 

Screen number +1 
Screen number -1 
Block number +1 
Block number -1 
Grab block 

Dump screen into spare 
Copy spare to current screen 
Erase all screens with block number 
Save block colours 



S.E.U.C.K. 



HOW S.E.U.C.K. HANDLES BLOCK 
DATA 

The main components of ,mv one block in S.E.U.C.K. are 
ihe 25 characters that make up the block - Ihe BLOCK 
DEFINITION - and the individual block colours. 
S.E.U.C.K. stores the block definitions in a 3200 byte 
table (128 blocks * 25 characters). The first 25 bytes in 
ihi-- i.il.'le hold t hi.- r haracters used lo make up block 0, 

Therefore lo gel lo Ihe base address oi any one parlii u'ar 
Nik k di'linilion. we tan find the- offset in the definition 
table easily by:- OFFSETS BLOCK NUMBER * 251. The 
25 characters used in a block are then stored from 
(BLOCK DEFINITION TABLEI+OFFSET. 
S.E.U.C.K. initially stores this MOO bytes from S1A0O- 
S2680. The colour lor each block is stored in a 128 byte 
table, so as any one block colour can be easib indeed 
r. The colourdata 

s Ihe actual 

character set. Ihis being slorerl in S.E.U.C.K. under the 
kernal ROM, from SF800-SFFFF. However, these absolute 
values are Irrelevant as far as we are concerned, as a 
standard S.E.U.C.K. background file is saved as a single 
file, containing bloc k dcriinlii >ns. bloc k colour, charactet 
sei and level data. 



HOW THE EXTENSION EDITOR 
HANDLES DATA 

When the extension editor loads in a S.E.U.C.K. 
background iile, it gives a relocated load address or 
S1000. As was stated, contained in this file is the data for 
the level map, we won't be using this, as our 256 screens 
are to be stored in our own format. As the bai kground 
file Is now located at tlOOO, the relevant parts of 
memory that we require are; 

S2OO0-S2OB0 Block colours 
$21(H)-S2DflO Bloc k definitions 
$2D80-S3580 Character set 

(A copy of the characler set is clumped lo SI iicHlci h*r use 
by my program). 



SCREEN DATA CREATED BY THE 
EXTENSION EDITOR 



ON THE DISK 



Each of the screens i reared by (he edilur is _l J bytes long, 
each byte referring to a particular block number - 
running from left to right - top to boimm when expanded 
unto Ihf-' screen. The screen data runs from J401U) to 
S6000. 



USING THE DATA IN YOUR OWN 
PROGRAMS 



The labels in the source file are set up to receive the data 
Irom the above addresses, note that all of the addresses 
are the default (can be loaded back with 
LOAD"fileiume tf ,8,», except the CHARACTER SET 
whu h must be relocated to S ii)00. These values can be 



sily c 



nged in the s 



s file 



s slated in the * 



e file, 



1. Block colours 

2. Block definitions 

3. Character Set 

4. Screen data 



R IN THE MAC YOU WILL FIND 
rY THAT COMPLIMENTS THIS 
".K.WITH MUSIC. IT'S GOOD TO 
Z THE MOST OF S.E.U.C.K. 



ADVENTURE WRITING 



Another helping hand from |ASON FINCH for all those budding Adventure 
Writers 



Once again the time has come far you to indulge ii 
another Adventure Writing article! In fhe January issu 
splitting up th 



.i«.pect in liu' ( onlent of your adventure, namely other 
characters. We will look al how to control the player's 
movement with respect to those characters and how the 
Hfferenl commands so thai the characters will act and respond to the movement of the 
understand them. I laid clown player. It is also important to look a! how the player and 



k the i 



.i ,ur. t 



the character will 



or machine < 
it you have. 



INVOLVING OTHERS 



The involveittL-iit ui ( 

as they are likely to a 

■ Hlil'iitiire ■ giving \ . ii; ,■ 



? i m pur (a i it 
telping you 
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ADVENTURING 



When I start mentioning other chararlers, this is is no 

throwing of dice to determine who wins- a battle, or 
elements of link and stamina involved. In the type of 
adventure that we are considering, the characters need to 
ap|iear to be totally real. I am not saying that in RPCs the 
scenarios are unrealistic, you understand! It's just that 
fights and friendships are handled in a different way. Of 
course the movement, reactions and other aspects of the 
other characters are all governed by how you, the 
pi ogi annuel' write the adventure. And vou will Ihcn-'lore 
need to know how to go about this and possibly also 

involved. That will be the job of this month's tutorial - 
finding out how to go about involving others. 



LOOKING BACK 

A reasonably well-known classic adventure was "The 
Hobbit' based on the novel by J.R.R.Tolkien. For that 
adventure, written bv Brarn Software w,i> back in 1 982, 
two whole new concepts were developed for the control 
ot the other characters. They were called Animaction and 
Animtalk (both are trademarks of Melbourne House so 
don't try telling people that you made them up!). 
Animaction was an amazing development - it gave each 
character a personality ol its own. each character would 
behave following certain patterns and would be doing 
something all of the time as they would in reality, and it 
ensured that each time you played the adventure the 
characters wouldn't do exactly what they had done 
before. Animaction. in nn opinion, gave the game an 

characters were set in their ways and had habits, and 
Ihev didn't perlorm the same tasks ovei and ovet again in 
IhH -am,, ordei every lime you played. The other 

allowed the player lo ( ommunu ,ile with the ( h.ir.n lers - 

•\nimai lion you i;oi ,i good arl inrial intelligence. Vuu 
could tell a character what to do but based on his 
persona in. he would decide whether he wnnled to do it 
or not. Of course, today, a lot of the adventures feature 
corn epls I hat allow you In talk to the other c realures. But 
"The Hobbit" was one of the adventures that set an early 
standard. We will not even attempt t" copy the style- of 
Anirn.il linn arid Amnitalk because that would infringe 
copyrights. You must come up with your own methods 
tor delerinining what other i ha tatters will do. They don't 
need to be routines as ( omple;-. as those m Dived in the ( 
ommen-ia! adventures - but they do need to work. 



BACK TO TODAY 

So why do we need other characters? Why not just 
have tile main character and be done with it? You can if 
you like, but lo put it quite frankly, your adventure will 
be boring. There would be no chance of realistic 
variation eai h lime you played and obstacles would be 
in set places and once solved you would be able to solve 
them each lime you played without other characters 



■ In Irllllij >.:>l\ i ir wrl.llevei. 1 'T ■ ■ im-e 

supposed lo he played so that you are the solo person 
then that's tine. Let's consider some ot CDU's adventures. 

'Runaway" didn't feature other characters but the 
adventure still worked well because in that instance, 
which I think is the exception and not the rule, you were 
meant to be isolated and have no help from others. 
"Kron" featured an eagle that helped you, an old man 
lit.it read a scroll for you and the evil Balzan to mention 
just three characters. However, my one reserve there is 
that the characters always did the same thing. Balzan 
would always fire at you and the man would always read 
the scroll and tell you the same thing so long as you 
knocked on his door and kneeled - he was always there. I 
am being rather critical there but I believe Kron could 
have been made even belter than it was if there weren't 
;hmiis like memory restrictions. Yet another excellent 
adventure, "The Astrodus Affair", featured other 
characters. They were the evil ones that you had to blow 
up. Other characters come in all shapes and sizes - they 
are not just ones that walk. You could have ,i phantom 
car that follows you around and can understand you or, 
as in "Kron", a bird that can help you by flying across 
ravines. But mainly these chararlers will be ones that 
walk, like elves ,nul guMms or trolls. So, back to walking 
ones: a guard who fires at you but never says or does 
anything cKe is still .inothei cKn.iUer although he is not 
an animated one. 



ANIMATION 

You w i II pionablv have realised lh.it the adventures 
that have been published in CDU have mainly been 
written using a programmer's utility - "The Quill" or "The 
Graphic Adventure Creator" I hope this won't put you 
off irom trying to write your own adventure from scratch. 
It i- obviously going to be mui li mote difficult but you 
will get gieater llesibility in areas such as character 
movement, quite a large topic, because you will be able 
to t.iilni-make voui piogram to -uit tour needs. You don'l 

adventure because that would get a little complicated 

animated thaiaclets ate bene' than forty or fifty poorly 
animated ones. Let's gel back lo the original question: 
how do you go about deciding who the characters will 
be and haw they will reactf Moreover, how do you 
progr.im i hem. or firstly come up with ideas about how 
they can react differently now and then depending on 
other things in the adve-ituref Please do read on... 



WHO'S WHO? 

If you've got no idea as to what sort of characters you 
may want then read further. Firstly you must decide 
whether you want one chaiaciei lo lie a sort ol "spei ial 
ii iend" lhal follows the player all ihe time or leads him to 
hidden places. If that is the case then you must decide 
whether any of the other characters are not going to trust 
tin- person that hangs around with the player. That will 
add a bit oi variety and perhaps a problem - how will the 
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ADVENTURING 




would strongly rein 
characters follow th 

constantly asking il ft 
a message like "The 

know (here are plenl 
only keep referring to 



,k lu, illy making thi' advenlure more realism . A friend in' 
yours may want to go off exploring on his own but he 
wouldn'l wanl lo go so far lhal he loses you. Remember 
the principle of Animation? It was realism. Of course 
you don't need io have any special friend at all. All the 
characters could lie of the same status and have the same 
opinions of you - suspicious at the start and then a bit 
more friendly or a bil more hostile. 

To create a realistic adventure - which is in essence 
what we're after because the player must be able to 
imagine that he is actually there in this fictional world - 
you must, in effect, transfer yourself ant) your characters 
into your adventure scenario and imagine how they 
miiihi move around. Would J shy < har.n ler no anywhere 
in the open without you! Would a little green ell stray off 
a path into a cave full of trolls on purpose? A security 
guarri would never leave the building he was patrolling, 
and an assist. ml in a library would never leave the library 
although thai assistant may follow you if he is a bit 
suspicious - again, a personality is incorporated in the 
character. 



SOME IDEAS 

In fictional fantasy style adventures you are likely to 
want some goblins, elves, trolls and perhaps a wizard or 
a witch. Don't forget lo include realistic checks. If the 



This month I hope that I line given you sufficient 
in deciding how complicated you wish your char; 
animation to be, or whether you want to have any 
additional characters at all. Perhaps you want them all to 
be semi-static. That means have characters that do and 
say things but those things that they do and say are 
always the same - they never change. 



CONCLUDING 

The last two articles have been quite high-powered 
and contained a lot of information for you to ponder 
over. This is mainly the reason why the series went bi- 
monthly. We have however, nearly finished the second 

:realing and thinking for other creatures. The most 
complicated being parsing w 



e then 
will cc 
with a 



II the characters talk to you, 
and how will thev react to what you have said! Nevl 
time, also, we shall have a look at how you would go 
about programming this animation - it's not as 
complicated as il first sounds, I assure you! And also how 
the program v. ill inform the player of what the characters 
are doing. It doesn't need lo say "For some reason the elf 
all, it ks [|>. mi k willl tile sword" il tin- i-li is on the other 

print lhal up on the screen il ihe player is carrying [he 
svsord! So until next time, put your thinking raps on and 
dei ide what sort ol characters vou are going to have in 
your adventure. And I hope that you have already 
thought about your plot. If you haven't then go to the 
bottom ol the class and do it! I look forward to talking to 
you again in May. 
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FEATURE- 




A 'man in the street' opinion 



change, I program 10 hang it I accidentally press fa. Thar i< 

the elementary but there are varying degre 

has sophistication. Suppose the program's exjier 

ash number between 1 and 1 DO. What will it do ii I pre 



hundred pounds for the latest desk top publishing 
p.url j. ; i j i ill nil ini.'\ In \ulii pindui 1 So v. h.it do I expect. 




IS IT ERROR FREE 



QUALITY COUNTS 



I tell you ihatlll. Even ft you can't 
there is always the spelling checker on 
word processor. Failing that, get someone else to 
clieck vour spelling and gi.iinmar for you. 
Mlh-.N-fi kul selling dr....n I .1 1 r, i Urn |,r,,i;r,im ,n ill, 

games inhere sou h,m- in di.'lilii-r.iii'K mi-^pell .1 word to 

Whereas perieri spelling gets \nn mi lionus points at all, 
bad spelling gels nolii rd immedi.ilely and creates an 
almnsphere ni sluppinf-v The impression is given thai 
the rest ol the program will also contain mistakes. 
Despite what they teach you al school, good spelling 
does matter in the real world. And as I have said, there 
really is no excuse lor getting it wrong. 



CLEAR INSTRUCTIONS 

By tar the most important area ol a program to an end 
user is the documentation. Gel it right and you are well 
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FEATURE 



IG TIPS 



mple 



d people 
r. There 



e tlirtt ihe user will have no computing skills 
whatsoever. Ii vi ill h,iw Liken ,iges 10 lure a writer awav 
from thuir old battered typewriter. Some indeed might 
still be using pen and paper. They are very wary of this 
new fancied (ethnology. 



KEEP IT SIMPLE 

The last thing they want to read when they open [he 
manual is a complicated series or jargon tilled messages. 
lhe\ want ^umelhiiig thai Inild- lhrh h.ind and leads 

he worth considering an introductory booklet entitled 
getting slarted that covers things like how to load the 
program, s.ne tiles eh . Ihe ..in.,- Iheme keeps t r< ippmg 

wants to know how lo do something. He does not care 



As a case in point, I remember reviewing a word 
pftX essor a few years ago. The blurli nn ihe outside told 
me that I could use ihe ( ompanion dalabase to sel up a 
mail merge, leeding a '-tries ol names and addressee intu 
,i standard letter. The msirin lion manual was .!">() page, 
long 1.250 pages only in the data base), I still haven't 
found out how to do it. Now Ihis package may well have 
been the grealesl thing since slice bread but I just could 
not be bothered to find out. The same sort of thing 
applies to your command system. |usl because you know 
that you have to enler a three digit code at a specific 
place, doesn't mean that everybody else knows. You 
have to tell them. Remember, write the instructions for 
someone who has no computer expertise ai all. Above, I 
mentioned the little sister test. Now I propose to 

inlradure ihe UK it 111? 1 a::(l iVllher lest. I". ve Ihe n i;, ii- i 

your mum or dad and see what they make of it. If they 
can't understand it, make Ihe instructions clearer. 



FINALLY 

<o consider the presentation of your program. The first 
ling people do when they open the bo* is read the 
istruction book. First impressions count and it seems 
aft lo deprive yourself of a head start. 



ADVENTURE HELPLINE 

JASON FINCH continues his aid to THE ASTRODUS AFFAIR 



Once again the time has come for us to discover a bit 
more about one of the CDU adventures, thai being 
"THE ASTRODUS AFFAIR". In the last two issues I have 
presented you with information about the locations and 
I have given each one a number, I hope that you have 
got holh those articles because Ihis month I shall start 
referring to the different areas of Ihe adventure as 
location numbers, the start being location 14. This 
marks the beginning of your quest and the numerous 
problems lhal you will encounter whilst trying to finish 
Ihe adventure. This munih I will starl looking al specific 
problems and how you can overcome them. For each 
ploblem detailed in Ihis issue and future ones, there 



will be two solutions given - a written one that explains 
generally how to go about solving il, and a much more 
systematic solution explaining exactly what you will 
have to enter and when in order lo solve Ihe prniilem 
that you are laced with. 

In "THE ASTRODUS AFFAIR" the first thing lhat you 
must do is to find the generator and gel ii functioning 
properh again. I presume that all of you have done that, 
hul it I ignore it then ihere is bound to be someone who 
will write and tell me that they gave up because they 
couldn't stop dying before they had a chance to search 
the spacecraft, 5o I shall now explain generally how to 
go about finding and repairing the generator. 
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ADVENTURING 



YOUR FIRST PROBLEM... 

The air seems to be getting thinner... your head starts 
feeling very light, and your breathing becomes erratic... 
the air is so thin that you start coughing and clutching 
at your throat... asphv>ialion ctushes your im.il brc.ilh 
and the familiar darkness encloses as death overcomes 
you. My guess is that the iirst time you played the 
game, your demise was detailed as above and you 
suffered from that slow and painful death, finally 
flopping on the floor to join the res! of the decaying 
bodies on the Astrodus. A gruesome tale if ever there 
was one! But you should have soon realised that there 
was a reason for this, and the tact that you get the 
message 'The light;, Mi< ker briefly" appearing now and 
l hen should have told you that the power was ruling 
on the craft and that the life support system wasn't 
what it oughl to be. The solution is the generator. Vou 
can't search forever to find Ibis generator because you 
die - you must find it. 



...AND HOW TO SURVIVE IT 

You are told that there is a lot of debris and that a 
doM Modes the exil east, so the sensible thing to do 
would be to try and move the debris, perhaps 
allowing the door to be opened. If you continue in 
the same direction you will eventually find a staircase 
and It is this you must climb in order to reach the 
generator. But if you try to do that, you will be told 
that a creature shows its lengthy canines to you and 
so you step back wisely. Canines are teeth of course 
and that is perhaps a clue - yes, indeed, you must 
feed this beast. Upon finding a lounge off cross- 
section A, you will find that someone has left an 
apple there - the perfect thing to keep the TORTOR 
happy. When you get to the top of the stairs you can 
go north or south, or you could go back down but 
thai would be rather pointless! If you take the option 
of going through the door rather than along the 
corridor, you will find yourself in a dam.igeil anil 
dank room. You will probably be yuite relieved when 
you see that "a dishevelled generator sits In the 
corner." But how do you gel it working. Examination 
will reveal a plate and it is that that you must rotate. 
Then all your problems are over. If you don't want to 
know exactly how to do it then please skip the next 
section, "A detailed look". 



A DETAILED LOOK 

MOVE DEBRIS to allow the door to open and then 
GO EAST. Go EAST again to cross-section A and then 
NORTH to the lounge. Here you must TAKE APPLE 
and return SOUTH to location 16. Go EAST once 
more and GIVE APPLE TO TORTOR. Then go UP the 
staircase. When at the top, location number two, go 
NORTH and EXAMINE GENERATOR. On finding the 
plating all you have to do is ROTATE PLATING or 
ROTATE DIAL and everything will be fine - the air 
will be rapidly cleaned and you can continue. 



WHAT ABOUT THE DRAWER? 

What I would rate as the second problem in this 
adventure is how to open the drawer that you find in 
location 1 4, the Bridge of the Astrodus. where you start. 
On examining it you are told that there is a small slot in 
one side. And when you try to open it you are asked 
"With what?". A small slot indicates that perhaps 
something like a credit card is needed. So you must 
search around until you find an electronic card. It is in 
location 13 but you must work out how to get there. 
Another problem blocks the way though because there 
is a security beam and a load of cabinets that get in 
your way. Location 1 3 is a well-hidden room but with 
the insinuation I hat I gave you in the first article you 
should be able to work out the directions lo gel there. If 
you want to do it yourself then skip the next section, 
"Opening the drawer". 



OPENING THE DRAWER 

From where you found the generator, you must return to 
the staircase and then the lounge by going SOUTH, 
DOWN and then NORTH. Then you must go through 
the door to ihe NORTH again to location 8. The first 
time that you played the game, my guess would be that 
you were killed attempting to move east. This is 
because of a security beam. To move east you must 
C.RAWI on your hands and knees lo location 9. Upon 
EXAMINEing the CARPET you will find that there are 
small grooves leading to a filing cabinet. This indicates 
that perhaps the cabinet has been pushed there. So why 
not MOVE CABINET? If you do you will reveal a small 
hole which you can ENTER, There you will find an 
electronic card. Take it and return to the Bridge. iEnter: 
TAKE CARD, OUT, CRAWL, SOUTH, SOUTH, WEST, 
WEST, INSERT CARD) 



THAT'S IT 

Well that is the end of this month's 
dose of help. Next time we will be 
able to start on the more complex 
puzzles but I thought It best to 
start this month on the simple 
ones In case anyone was still 
struggling. Not everyone will be up 
to the same position In the 
adventure and I will take the 
problems as they arise whilst your 
playing It. I hope you like this new 
format of approaching the 
problems and with a bit of luck 
we'll meet again next month. 
Happy adventuring II 
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ON THE DISK 



Brighten up your intro screens 



As with musi things in life, first imprest ins count lor a 
lot. When you go to buy a second hand car, if it LOOKS 
good you are more inclined to forgive the minor 
mtrh.mical deled. Likewise, when vou inert a girl/fella 
rnr I he nrst lime, you go out of your way to create a good 

IN'i^r.im. II it looks good at the start, vou are more likely 
to forgive the odd hug or two. This utility lets you create 
those 'good impressions'. 



THE POSSIBILITIES 

The program allows you to 'LINK' an INTRO, which has 
been previously edited by you, onto the front of another 
program. This can he Basic or Machine Code, the only 
restriction is that it must load to $0801 12049) and start 
with a Basic RUN command. The main use or this is for 
when you have forgotten lt> say something in your main 
program. (The instructions for instance, or perhaps some 
opening creditsl. Vou can now link an INTRO onto it 
with not one, but two scrolling messages, three lines of 
static text and a nice logo to finish it all off. 



HOW TO USE INTRO-LINKER 

1. First of all, load and run INTRO-LINKER or select it 
from theCDU menu. 

2. Type in all of your text as instructed (Having first 
selected the appropriate option from the main menu). 

}, Load your LOGO or drawing (see below), 

4. Link to a program ot vuur ( llrm e. im.iMmum kii);ih i- 
194 blocks! 

5. Crunch the file. (Start address is SQC00) 



CREATING A LOGO 

The logo should be drawn on a character editor such as 



the excellent "ULTIMATE FONT EDITOR", published in 
CDU ■ JANUARY 1990. Leave the bottom row of 
characters blank Make a note of the three colours used 
and enter them as HEX digits after Ihe logo has loaded. 
On the disk are two logos that I have provided. The 
colours for these are '£', "6' and '3' respectively, 
Remember, to gel multicolour characters you have to use 
Ihe colours 1 -8, bul ihey have lo have 8 added to them. 
For example, So (BLUE! becomes SE. 



EDITOR OPTIONS 

There are only 5 options from the main editor menu. 



F3 - Type scroll text 1 

F5- Type scroll lexl 2 

F7 - Load logo 

SPACE - Link and Save 



When typing in your text, the @' is needed lo terminate 
the text. Obviously, you do not have to use all the 
options in your own INTRO, but the more you use the 
belter it will appear. 



INTRO CONTROLS 

You can control the INTRO by the use of a joystick in 
Port 2. 



U- Increase the speed of the top scroll 

D- Decrease the speed of the top scroll 

L - Increase ihe speed of the bottom scroll 

R- Decrease The spui-d at Ihe bottom scroll 

SPACE BAR - Exit the INTRO and run the program. 



I hope you like this simple, easy to use utility. Have 
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ON THE DISK 



SmEmU m Cm Km 



Adding music to your S.E.U.CK. games is easier than you think 
DAVID DEWAR 



Ever since the Gj4 was released upon u- some ye.irs ago. 
people have dreamed of ha\ ing power at tlieii I in hit lips. 
Power (o create various arcade games of their own, 
without I In ■ need in spend ages learning machine code. 
Numerous so called GAME CREATORS have been 
released over the years lo try and fulfill (his creative need 
for non-programmers. Unfortunately, all these greatly 
residi t c ■ c i us m have simple, -m.ill and repetitive plaving 
areas. Thank in IK, to tile rcliel or must i ii lis. the m.isienul 
dun that brought us WIZBALL and PARALLAX let loose 
their talents on a games writing utility known lo us all as 
"THE SHOOT'EM UP CONSTRUCTION KIT" (S.E.U.CK. 
for short!. This program enabled thousands of C64 
enthusiasts in create ceiling arcade style games all 01 
their own. with the minimum 01 ellorl. Impressive fjsl 
strolling screens, complete with masses ol wi^zing 
enemies were now passible with the aid of S.E.U.CK. 
Cimepl.iy i nuld easih he vaded acccuding to tile users 
own needs and desires. Virtually every type of game 
could lie made. Ranging from a sophisticated slioofc-m 
up through to a souped up version of COMMANDO. The 
< In lie i' was onls limited h\ the Useis own imagination. 



S.E.U.CK. AND MUSIC 

S.E.U.CK. might well be a great program lo use and help 
show olt your game designing skills, but one aspect that 

hnished pmdu. I...,,. [>,, n..t i-.r all this cm now he 
changed with the aid ol a BACK-LP CARTRIDGE (with a 
built in RESET BUTTON), some MUSIC a SMALL 
DRIVER routine and by reading on!! 



GETTING STARTED 

From the CDU menu select thi 



liiad .mil listen to. Oik e you have dei itled which piece 
01 music you wish lo use, turn the computer OFF, then on 
again. Now load in your own, or someone elses, finished 



S.E.U.CK. game. Reset the compuler then load in fhe 
previously i hosen piere of music, follow this by loading: 
in the file name 'SEUCK-1NIT'. Now you can enter 
SYS28681. A few important instructions will be 
displayed, all 01 which should be carefully carried out. 
Onie copying is complete, resei and load in your new 
unproved game and wall h those r,i-.tir bars Ijouncell 



TAKE NOTE 

On some rare occasions yau might find thaf once you've 
pressed fire to stad the game, you find that you're on 
anothei level. It dues ibis bi-iause when you saved out 
llie finished game from wilhin the S.E.U.CK. ulililv, you 
did not return the level parameter lo Ihe beginning 
Pressing RESTORE will restart the game to level one. II is 
still best to go back to the S.E.U.CK. utility, alter and re- 
save. The chosen piece of music should nut he bailed in 
from SEUCK PLAYER'. All music is played from $7506, 
so any other music you wish to use must occupy the 
same part of memory. 



I hope you enjoy S.E.U.CK. games 
even more now that they have music 
with them. In the near future I hope to 
bring you a CRUNCHER that will save 
out your S.E.U.CK. games into the 
smallest file possible. Also, I hope to 
bring you an INTRO WRITER which wil 
help smarten your S.E.U.CK. creations 
by providing a nice iittle intro. A very 
special thanks must go to MANIACS o 
NOISE for supplying the brilliant music 
used in this program. Thank you 
CHRIS!! 
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READ ALL 




► Welcome to FSSL's brand new 1991 catalogue featuring what's best in software & hardware for your 
Commodore 64 & 128. We are introducing several brand new products together with some old 
favourites, which we hope will provide interesting reading fa you. So What's new? Well some products 
we are very proud of are the Handy Scanner +, Maverick v5, GeoWorld Issue & Disk 25 and Super 
Snapshot v5 SlideShow Creator. 

You will notice as you look through this essential guide to the 64 and 128 software that after every 
product is a Catalogue Number Please quote this when you order and make a note of your Account 
Number for future reference - this will either be told to you over the telephone when you order or will be 
printed on your invoice/receipt. You will find our address and telephone numbers on the bottom of this 
page. Well, we won't keep you any longer All that's left to say is sit back, relax and enjoy. 



POSTAGE CHARGES 



GEOS PRICES 



MAIL ORDER 

Masons Ryde, Def ford Road, Pershore, Worcs, WRIO 1AZ 
s Telesales (0386) SS3153 s 



nanciL| _n_.=n n n=:i 



Technology m me Bst lew yaars hf 
128 Who would or predcled [hat Ihe Me B4C and C128 w 
and fun faster than an 6M XT! But it's true and now one me* 
What use is The Handy SfjjrniL>r to I here you ask Wei 



Use the Scan Software 
PrintShop. Newsroom. V 



CAU ! 



Scan Software Features - 

► Enlargement or reduction (rum 33-j. 10 30(Hi. 

► Joystick £ 1351 Mouse Support 

20 I* patterns plus change/re-lill S rjreclion control 
PrecsB pnel/cusor tocaimn contmously reported. 
Splil screen p»el edit wth clip rotation fi trash teatures. 
Ctp & re-arrange any mage segment. 
Switch between normal & reverse picture 

KeyOoard short cuts tor tast i 



se Super Snapshot lo 



e GommoOore 64 ai 



o. BASIC 8. ReiiOraw D 



STOP 
PRESS 

NOW INCLUDES HANDY 

IMPORT TO USE 
PICTURES IN GEOS - NO 

SNAPSHOT REQUIRED! 
Handy So; 



Cat Ml 



39.95 



DFI Handy Scanner Features - 
» DFI Handy Scanner 3000 PLUS with cade 4.13" 
» 100/200/300/400 swltchaole DPI resoWion 
* Four encoding mooes - including Photo. Start Le 



1750 CLONE SERIES RAM PACKS 



Intact there's only one ojlterence i who wotidyou rather call K> Buppn 
us or Commodore? Why thank you. 



The 1750 Clone s now avaitatJle m a 1 and 2 megabyte version for 
Corrmoaore 64 and 123 ustirs Upij ;.cie;. .-.ie .wailar.* tar existing 

GEOS?2 64 and 128 asalnaone 1581 RAM *ite^hffl24K Iree or 
two 1581 RAM drives with 204 BK Iree Enough room 10 store a whole 1581 
GEOS disk. Conligure 2 1 ("1010060 FREE) 

Cat No. 903 1 Meg Clone £199 95 • Cat No. 150 2 Meg Clone £29995 



Jif fyDOS Version 6 

Ultra-fasl rrulli-me serial technology Enauius JillyOOS to outperform cartridges. Burst ROMs. Turtx) ROMs, and 
• Speeds up all disk oparatons Load, save tormat. scratch, valdate. access PRG. SEQ HEL USH tiles 






• \ I'.e-, ii'.' ri'itL '.'i u'.'ilj l;iI 'in i- 1 r^' I'M- r -.i.ill iriii'in.iii,- I- » : i ir-.-" i ri n- 1 compatibility 

• Supports C64.64C.SX64.C12B.C128D 1541. I54C. 1541 1. 671 681. 

• Built t DOS wedge Plus 17 additional commands and convenience teatures 

■ Built-m two drive tile coper Supports all tile types and drive types. 

■ REU support fully supports Commodore REU s under HAMDOS. 

• Eniiancea text semen iulo-i'.'L'.-j- .■■ i.i'i nr.aw gi.ir'ncs and lowercase. 

■ Redefinaule 64-tnode tuncton keys Eas4y redefine Ihe keys lo sill your specie needs. 

» CornDu;er£No.74B64CE3495«No 747 C64 £34.95 ■ No 749 CI2B £34 95 • No 952 I28D & 1571 £5995 
Disk Drives No. 522 Enhancer 2000 £24.95 ■ No. 948 Oceanc 118 E24.95 ■ No 949 1541 E2495 
No. 950 641-1 E24.95 ■ No. 951 641 C E24.95 • No. 953 1571 E24.95 





SUPER SNAPSHOT vS 



K Dilemma you're facing. Thie base design ol vour Commodore 
I jn the lata 870 s You wanl looe able to lake advantage of al 
lhat weie learned in the 1980s, bul you don't wanl to sacrifice a 



years cioatoig an exlensme software bary A machre lhats paid for Wel 
you coukJ scrap your Qjrimonore and start aS over aganwilh a oilier CM 
syslcm to gel ihe benefit ill trie tfamalic improyements created during Ihc 
bsl decade Or you cold (jsi p»jg on cartage hto your computer and 
instantly tianslorm II mlo Ihe machine dial you've always dreamed about! 
Picture turrmg on yon system and berig pressnled wilh a main rnem trial 
alowsyou lo choose Irom several rJlleroM command trades hatantty Ho 



lo load No lies to 



nl perl,.." 



ml ■■ 



ur cartridge! Press a function key ar 



archival ulikfes al your ct 



I accessible at Ihe loi 



problems getting, p 
Snapshot to store 
Una you ate just si 



e "siytio you d ike I 
I level 23? Donl won 
mage ol die game before you get 



game, hbviig 
trouble Every 



Teolirical SpucilicatiDns - 

■ Works wrth al 64 s an] l2Ds (in Ihe 6a mode] 

■ Save 7x laster fi load IS* taster on (541/71/81 drives. 

■ Turbo 25 uttly formats your program lies lor 2hx Mb kiarfngi 

• Super DOS wedge bull nghl n 

■ Programmable hnction keys 

■ Exclusive Sprite Mnrifnr on board 

• Hull Iniiiirwj scrofcig M/L mcotor with DrivuMuri docs NOT corrupt 
memory - Inlerrupl exarrme ar.1 viiHv resume iirivinrmq progjam! 

• Game Master menu wilh Vn saving sprite k*er. inlinibve Ives generator 
and joystick port swapper 

• Unity Oak with over «0 Kracker Jax Parameters. 

• Canpafibfc with ALL RAM Fxpansim Units 

■ Exclusive Characler Set Morllci 

• Exclusive SoiirvrJ Sample fAmitor on-board 

• Archive any memory resident program into one fte. 

• 3QTJ/ 1200/2400 baud lemwial program I4G7B0 on CBj 

• Screen-Copy load and save in mare graphic lonnals AND dump n 16 
grey scales or full COLOUR with the Star I C D 

• BASIC Plus wilh 15 new cornmanos. 

•Llliafasl lile and disk copiers with support lor lor 2 drives. 

• Sequential He Reader. 



Jon'l need lo use any of our special lealures nghi now? OK. jusl push a 
button and you're right pack al Ihe old READY prompt It's Ihe same old 
computer as helore Except now it wi saue ties aboul 7 times lasler. and it 
can load lies up lo 6 limes laster! 

But none ol this roaly scratches the surface of what a Super Snapshot 
cartridge can Ob lor your system, and we would rm cut ol room trying lo ten 
you. So do this: read tie technical spealicalions secliori and then close 
you're eyes and uy lo pjefcre whal you're CcrrmorJore would be like il it 
were designed today Now you're starting to gel the idea 


!,i.p:vi..I,.i». l|.J..'liu. 
^li b rmrr iAtmrwa IBV Sivtfiau 

HASCijiiiJM3Clirt:ljiiMsi|i: ir''. 

Ciil 11: !):'-> only CB.95 


SUPER 
SNAPSHOT v5 

£34.95 

Catahgie Mmtier 519 

PBriejnis*"!. ourtiajsErss 


Maverick 

If;, Tin: Tb Play Our Last. Best Hand „ 
The Commodcre market is in transition Newer 
machines haye eclipsed Ihe B-bsl Commodcre 
ccmpuler. Same new buyers are goiig elsewhere And 
many companies are shifting loyalies. dropping 
CommooorB products to rxisue greener pastures Nol 
lis We've always been there pushing ll» envelope, 
making your 64 do thhgs il shouldn't do 
As evidence oi that tact, we present Maverick v5. Fcr 
Ihe last Iwo years, we've worked hard lo develop and 
refine mavenck On thousands ol satisfied cuslcmers 
are a lestamenl to how wel we've done Were proud 
to announce lhat version h is our fiml version of 
Maver ick. Wliy? Because we've perlecled Ihe program 
lo Ihe very edge oi on capacities Wu've made it as 
good as on state alow And whie wel still olfer lutne 

proletloi schemes, there will never be a Maverick v& 
We ran look you nqhl in Ihe eye and say Tfis is our 
best shot - it won t get any better than this : 
Copiers devetoped by othra eomparios are descrioed 
in rough generaities becaiise they can't elaborate on 
i: shi. in.!;: rliey don't haye. Hul take a look at our delated 
technical Isting and youl understand how Maverick has 
become the crilerrjn it is. When you decide lo protect 
ru inveslnienl in your valiaole software, don't settle lor 
anything less lhan the product llial set llie standard lor 
an entire industry. The one and only Maverick 

Cat No. 437 Maverick VS only £20.05 
Include* Parameter Module* 1 ttavi 8 

Cal No. 428 V4 to V5 Upgrade EB.95 
Cal Mo 425 V4 [fcniled Stocks) F?4 95 


1- NEW. ► [VEW GEO-BOOT 
Almodites now have dreclory Itesand Mow BUppcrte Bfland 1571 fitVes as wel 
e*dw last autcbnoling wrth 1541/71/81 as the 1581 risk rtrve Aller usrrg this 
They also supped slow boot modB for loature. you entieClHIS inrary becomes 
hard diiues £ olher cornpaUtAi devces. We eopyabte 
Drectones are orgarved lor easy » Ouck Fte Coper 

^TTS 0 ' ™ llies REL1 Suecorls B4V7V8I farmars - any 
and 6* Video RAM is auto-sensed and ^ fBBUBS |na „ 
dtfeed whenever appteaMe 0|har ^ ccpfe aealell 

► Fast DM Caters. t Parameter Men. 

Single and dual 1541/71 support Single and Mayu,,^ poasls almnsl 500 

dual I5BI support parameters thai either copy or comptelely 

* NEW- strip Ihe copy proloctcn 
SingJoDnwi 6710oite S^ Copier , oieclcry Lrllor 

» OCR Nybtte Copiers... Ttie uHimate tod lo crgani7e your thrary 

S«v^aidQUall5iL/^ainpr)rl These ine Srinxirls r.41.'7V8l risk rirves 

the most powerful software based w Dreclory Recovery 

nytfttars on Ihe market rtecover blown 1541 disks NEW Works 

► RAMEJOard Nyhrter_ wln 671 and 15B1 as we« 
Working in conjincticn with one or two ► Track & Sector Frllor 

tm mn mm m mm H m m „ m , „ „„ s 

fnarket ^ l" 051 pewerla whde track editor on 
. SectarMaptrito-wiihn.iaSc.,.™ f*-'"«» k «« «™ ™" DS to ™W every 
Atows high speed error scans and dala "' ,t * i - L ™' 11 cach """^ s f leaal 
searches Supports t54 1 and 67 1 Icrmals 

* Maverck GCR Edrror. * Fte Trar*& Sector Tracer . 

•■ GEOS rarjimcter Menu_ , „ , __ 
UptDdate rureierstocriritetelv High Speed Fte Viewer, 
rtannler-t urvr ra=(TR Bvwv^^^ f * ! * "°" ^ v ™' " P™ 1 ' V 1 " sequential 
£ fr.^ ,i K rjrograrri Has without loadna the 
^ Ccmi«'P Program. appteaton ttiil c.u.fisl Itxjrn ' 
Suprjarlsdualft4l//I/8I Ths ulily is the . CiFOS Si.utor Editor & Fte Copier., 
tostestm^ful teatned comporo u*y „,„ ^ supfal 

► «HJ & RAK VDC Outok Text * 6502 Maaiy3 LHr W a 9 e Montar- 
.Rrtelrve Fte Copier Scrc^ dispt., rv^te OrryrAton 



GEOS UPDATE 

I >i^l^/\.B t geoPOWER Tools 



DISKART 13 

Nernalronal Symbols 
HrtoesAHrrneCrafts 
Nabbnal Flags I 
Nalional Hag!; ? 
Mechancal Qbiob 
31 No. 65 only £7.95 



DISKART 14 DISKART 15 



geoUSER Publications 

New From America gooUSER Publications prnrlis; geofciirriat ihe magrzne ol Ihe 
geoMETHX Users fit. II-. ir-i i i. ■ • > < i i: .1 u [«•*:■, u*.:i.m ol al Die besl Q- 
piogcarns Each geoMETRIX Journal coders Ihree ol four loots in delail and 
al Hie news and reports you wudd expecl m a user group pubfcaloi. trVb have 
isted Ihe conlenis ol iliu gooUSER risks, crtv lo say lhal trey are doubta srded 
ccolaaiaBrge WJlfcUHjinJ ui*:!; r»ugrarr Ionia dip an mlormalen 
jmenls and much rnoro. Each risk is sicpied with this geoMETRX magazine. 




ajppierJ fi gouWrilc lurmat ready la you to view and prut II 
you have been impresssed by oilier uHTOes collections you will 

Side 1 Utilities 

AUIOeOOT Creator ft BASC 8 2 GeoParit ► Clafcndw 
Printer > Geo Dir Air ► Fasl Ami ft hub i- Fonl Converter 

► GeoFelch ft GeoLtxanan ft GrjoPaiit Vewer ft 
GeoHepfcalor ft GeoSD ft GEOS C02 ft Geo Into ft Geo 
Pmel Puzzler ► hspeclor DskBtte ft Phnenu » Programtnas 
Ciilc ► Screen Dump > Shane That Baby 

Side 2 Clip Art and Fonts 

School S Educallan ft Sports & Recreation ft Myth fi Fantasy 

► Anrrcds ft Fmts ft Gampng fi itkrig ► Seasons ft 
Holidays ft Transpcflarjcn 

Cat No 128 geoPOWER look Ollly C19.95 

GEOWORLD ISSUE 25 

Just arrived GeoWorld Isaui-i and Disk ? r , Topics covered 

■Elude Sand samplrxj wrth liFOS. GenPittsh Solup ideas. 

How lo expand your REU to 1 or ? Meg. Exlra G. O Bach 

Goinmailtis, The GEOS Companion. GEOS Gems. GEOS News 

Frieniishipwaie and much more. 

Cal I* G2 GcoWorld Issue 26 Only £2-95 

Cat No 61 GeoWorld Disk 25 Only C12.95 



GateWay 



:i.,',:V 



e Pad proportional si 



lo rrtin.iiTuil inter GEOS. Wilh a resi/ar*: 
d luel gauge, the GaleWay maker, it 
ie«r rugei wnere you are going 

lere al CMD. we look a good herd took al the desk lop. Ihen Heckled lo 
reale Ihe GaleWay As a resjl. all the tunclbnally ol the desk top can 
q found n Bie GaleWay Bui we woren I oonlenl to stop Ihere We 



FJ three drive support wilh auto swannig lur thoso anplcatjnns winch 
roeogrize orly two drrvea knanjna tnjielwvj you lavounle apploalion 
from dhvo CI Copying lo and trom drive C wilhoul swapping dnvest Owe 
G rrte way Ihe desk lop should have handed ii 
ft DiskDnves 

Users wtllioul RAM expansion - trash CONFIGURE because the 
CialeWay allows yr.iu In me-jaii ■ mf iIovk i - 'f'vi^is ifcrocrjy nkj the 
Gateway iisell Nol only wi you save disk space, bul you'll news have to 
worry whelhu il wrirk lisk again in lacl. 

everybody trash CONFrGURE. because Ihe inlegraled Conlrol Panel 

wasljng risk space on dtiuers yuu otn I need simply copy Iho drivers 
you do requre onio your boo! dek and lhal s n i ho r.onkd Paris will 
aulomalicaly deteonne wttioh driyos are on yon system 8 rrounl them 
ft Fasy DGkklentilication 

The Gateway aEo slows vrnj In nrhndualy delne risk cons Galling 
licdol lhal otna itmIivii Willi lie GaloWny youoan 4 1i>Fii itr yoir 
own Jusl selecl sel dsk icon Irrjm II10 special menu and the drive s tori 
becomes lhal ol Ihe currenlly selected lilol The GateWay remembers, - 
inserl lhal dtsk laler * the CiareWay wl drsptay Iho con you chose earte 



» Fiji ckc DaMoa Support 

For CMD FU hard rjmea. RAM_ink and RAfOnue oiw 
alows II* access In mete devious Nood access K 
storage, a sribdreclory or a parlilron' Do it quickly ai 
GaleWay 

ft An Integrated Conlrol Panel. 

Chouse your colours. GaleWay piillr*i! riml arid print 

aialalfc because its pari ol the Gateway The Conlrol Panel r< 
Choosur lor sdocling prnter Ihra desk 1nri. Ihe GaleWay ollors a unuue 
slreariiriod approach lo tile managemenl under GEOS Wilh a resizable 
Nolo Pad ptopudronal slider and tuel guagrt Ihe GiileWay rriakos it easier 
10 get wt ore you are gang 

Hoe al CMD. we took a good hard look al lire dusk lop. then decided lo 
create Ihe GaleWay. As a MAM tiB In fionrtt) ol re desk tap can 

added loalure alter feature - leakier, thai you. the serious GEOS user, 
have lound tacwrth the GaleWay. it s al pesstie 
ft Task Switching. 

Do you usu RAM expansion? then you can access rmllpfc lasks wilh 
GEOS. Our new swilcher |a Gateway rfccumenl) aSows lw 
lasks 10 run cuncurrenlry. Imagine having GEOWRITE ar ' 
runrmrj al iho same Ime. Imagim-: thn nise with winoh you oouU paste 
graphics and loxl scraps between them Only wffli Ihe GaleWay - a now 
mli mi. J" I way ol working wilh GEOS 
ft PLUS A LOT MORE_ 

I iialui-, hki> II"' lur J ifiugri In ir¥k.ilr m -.rit iilH avatit*' <t:,k siiace 
Anrl a proriortioriiil :in%^ gjadgcl lor moving quickly through \tt\ dn^iimv 

I ■ III,, ll.' .I : |. .'I 

new rtsk and lie No boxes Plus a lie tocatng browse lealiie. 
:»<:(»■ <i. I iiHii!ir:,,U(: f-.inl. n. k. y HAM t<1. .«( tew I fasl I 

hardware development - we'iu cioali'in toll ware irjul:; lo use it Flolh 
GEOS 64 S 128 versions, suppied ii one packaga. 

GateWay 

cat no 127 only £39.95 



d GEOPAINT 




American Import Software For Your Commodore 




: ,1' .kir n ] i|i.i|il*.i. Ills i.hji. 

lie market. Each ksssun is taruiBi 
database ol over 1000 passages 



m Ihe real world tror 



s Cat No 970E3995 



ndutes. rliymcs. interesting lacts and 
il World Records Mavfc 'speaks' to ha 
ml sentences as she analysts typing 



15 outslanoing typing lulor. such as: 
lyboard option, a resume wnter r 
business teachers developtig 



* Papcruip Putrtslicr 



ii |[iy;,1.:k :■; 



Ixoehi/es. mil .my limy Itial ibs »nt aril injures ImpuM and edrt 
pclures from a winely ol yraiilir.s [nirams like Oulruguous Pages 
ITnorte andNewsiimu ,.nni.| nUms aril win kidi tin.™ i»j wilh the 
bUt-on Graphics Edlor Cat No 971 E39.95 

I ,];■! i?asv .irvl lui'' Dtiiitc lui it, yrm ill mill niln ,i lnil In nJiril.-j! 

descri and artistic creativity! Creale anything you can imagine, from 

you can run oil an your pnnlerl Precise mouse or 
resolution graphics, program Nextitty ai 
I unctions include duptcale. roiale. squeeze, reduce, enlar ge, st 
ds lei you pill the keyboard lent an 
e and rirentim Deorle r" 



Adotass B ok : ■ ■ 

and Expense Cal No 979 E29.95 

► Create A Calendar. 

Epyi tilroduces a tun and easy way lu organise you hectic schcdiic by 
rrakng y»/ own ml. illy nimuo uaiuritur Mike up weekly chore lists oi 
VCR tiling litlijlitei Koep Iriiok ol lumewoik assignments Combine 
loil and graphics id ensile itiry wocWy monlhly or annual catendars 

Hi1«i,]l irijuUi i wni'. «nali:a«v uku iill-iy Si ii.il imvlnii nr 111' IhiM 

Monday ol each mnniii Ku.ii ii.iIIii*' riminls on ii siiote day wilhout 

rnlypmq: 11 in holiriuY:'. .ml u« . illv «l 1 jisiiimsu your o;«5ilirs 

by selecting Irom a wide variety ol tonls. borifcrs ami graphes 10 live 
each one a personal touch Cat No 975 E24 95 

► Paper Op 3 

AI new wvth a txril m 4i).(XK) wnl simlknn ik;1miary oulfria and HAM 

disk support 'he pertect program In your imr tustuss or school 
Features mere louHiiiinii ,ml milling iuir:iin:i cnnjulibte with al 
previous Paperdp versms and Ii* il«'<:i;'fl int-a siihimi BO cok/m 



Asm mil <v i .I'mnnic iii.iariini nomls in 
.■oaiio 050(1 amus Assembly Language on 
ickageinclidesa(iiw«ii]i unniuasseiiitiiui editor 
anguage monitors, and various support routines 
iw to create and edn and Assembly Language 
pport program or wedge manlam the risk load £ 
a, test & debug programs Cat No. 973 E99S 

. . till and speed and Typing 
in ideal coach! Choose the alphabet keys oni or Ihe number 



; alow you lo Quickly select al 
.:r Hi lu: k'iruurd colours. Keep 



k ready lor your 



SAVE and CATALOGUC prograr 
RETURN Easiy croato ending 
Convnoauc fun and easy lo use 



tiaclor^ed prinks CaH* 970 EB95 
► HOMEBASE 

The Simple, last ami imweilijl f*i rrsini njuniJrilrtilorinalii.il rutneviiJ 
syslenn.au IX' ii'Jil In stun - .my mod nl mli i-nalHii II ill nujhl ti.' Inuri.1 
m lihrnj minimis Ink ins i.ani n turned ijuup in yiXt disk itawms 
Yin i oar i sine niin 7111 1 menu is |.i I* 'aril i Mi «.' i ■ i to 15 Idas wilh 14) 
10 fill characters e.ioh [here are four r,i|id stiarchra to locate youi 
mtarmaOm plus calculated tield aMty and numerical or alphabetical 
sorlnq capafJites L\ogram comes complele with sample tdes. sample 
reporls and a HJ 23 mmule lutoiat Kal No 977 FI9 95 
► PERSONAL NEWSLETTER. 

■ ■ ■: 1 - "ii 1 ■■ ■ :■ .-!- : ' . Mi I- 

Produce rjreal page pml-nuls wil H i .1 viiiinlv Innl sizes and styles. 
dK)iti/ed pclures. and Op art files, r three short steps vou can lurn out 
super looking dccunents lor business presentabons. scholl reports, plus 
more. First choose Ihe page style and set-up. Decide the number ol 



border designs. Then e 



have Ihe opportunity to import gra 
and graphics programs, allowing vc 
images. Requires GEOS. Cal No. 9i 



II 
I 



cncTi 10 pc 
_iui 1 an ii\i_ 

only 95p a disk! 



► Disk 001 Uliies - [>sk backup & Prrtler ul*les 

► Disk 019 Games - Monopoly. Modem Games. JiSlackJack Cal 

► Disk 024 Games Galactic Zone. 64 Librarian H«jh Risk Cal 

► Disk 03fi (iames - Pool. Crvpt Q-Quesl. P*e Ttnnoer Cal 1 

► Disk 037 Programs - Banner 64. Finance. Label Maker Cal 
» Disk 133 Bustioss - Form Maker. Dala Organs! Labeler Cal 
Hie* 134 Business - WincdiirJni Hnnrcir-r Cakjnoar Tax Cal 
» Disk 135 Programs - LelterMaker. riuestments. Cash Flow Cat 
• Disk 136 Utiles Disk Wizard FCopy Supcrsorler Cal 
•■ [>sk 145 UHM - SunerMon. Term SaeeTcr. Compfer Cat 



Cai No. 981 „ p D Pack i 

Cal No 9B2 a leur rfck pack wilh tOT 
Calf*) 983 Putkc Don tun HAM Raol 



Don't Let Your Fingers Do The Walking 



Are you gelling lied ol makmy you iin.fi lno Hi 

you need lo Ind a parlculor progr ^ HI muir, 

calatogued. il s a bl like owning a phone link lit 



A ptogram you can'l llnrl won't do yuu a bil ol good. 



eyen hundredst ol <tek every line 
ie gol a latge ask Busty lliats not 
ibetcally. Good luc* 
*ilon Ik you Si4iisCaL SupeiCat 
= <Hvp. syslim Twioo lhal wilh two 
s yel ii k [vnktfll wiVi features that 

ijt lingers do 1I« waking and donl 



► SuperGat wonts r»i lheC(i4 ur.i sunn Is 
most dek olives Comptuto pmiur support 

5UPERCAT 

catNn904 only £24.95 



The Graphic Label Wizard 

the number one cure for boring labels 



lertoudril What i/oplncs (sir i yuu use' ' Glad you asked the (J 
idalol theCitapnC All Disks luund eGewhere in tins catalogue 
re sue to lud mviuj--i irnl im^mr li.il lor you apptcalion! But th 



A Professional Assembler 



M oevelopmenl ol 
H CM No 906 E3&S 



super powerful symbolic debugger 



PTD65KJ Symbolic Debugger lor UN C64 is an extremely powertrJ inn lor lostimj and decuggng 
je pjograms Has capabitlies tat beyond an otrirviry machine fcingugu mornlor 
ldpowwlid lu iw.li hoi* 



ieC64 lis teal ues ar 



rarautelocalirxis by sngB slept-"', i u: iil-.ii .. s. "i 



losing lot a contJIion. Shnwcr.ii niyiwL. yi 

Ootiurjgur Supports IwoenliHv su| k.'MIc m« 
. , .-. r ir.'.'M.ir. with rl" n .- \.i ii.i-i' ili-i I I ■■. 

.tlluws uutlmn ul palches lo you program Irv 



■■ ! 1:1 !■]:.... ]| -a! ill ■ 

rlh lli> linti njrjur soieen 
. . >.yiiiti.riir iiiiri .nicintilor 



ri - 1 »J 



W Eymtiol Masler Willi -Pass Symbolc 

eller programmei by sludyiig 6502 
sserrOy language programs wriltori by 
thers. II also alow, yiin In i(ti;i ri.ii.Hkj 
rograms to your needs As :i syrrtmfc 



Cai No 90S only £4995 



Commodore Service Manuals 




Commodore Drive Repair Videos 



e Ihs you glvo a qmWied repar loJuioan 29 9b. and he comes lo yoL 
res you to repair and mainlam yon own Cummodoie disk drive. 

I drives lo illuslrale dilfeerH pr 
ocar. concise rmri is it snare-.. vimimiI ij.unl knowledge with you as he I 
uvurytrmg youd evij wunl to know arioul working on ynur risk ttrw; usug 



hardware, sollwiro. Mippli(." : ;ir 



lac*ly named Compuioi Rcslore 
i series ol "fiitxai Tutorials' on 
use lapes rteal wilh Commodore 
i an nlormal slylc. Ihose videos 

Ihrough many areas. 
•jr: t*nt<i in iwn supptes. roresgn 



When he's done. in 
intonation he's jusl 
Sound loo good lo 
Ihe licene rJscribec 
Tho skills yauTI lea 



employ yon newly adJrod skis, youl probably sa 
be caieluHl word gels around Ircit you ve beoomr 
with alol 0( now Inends wrlh broken Braes! 



all ol lhal lakes place lor lhal one charge ol 29.95! 
you re nr/il il is Bui weve gol somelhng so close i 



Isk drive Arid Ihe lirsl hme you 
/e expert, you ootid Imd yoursell 




The Label Maker Version 2 

A Professional Label Factory For Your Commodore 



designed specificity lu making til 



I IliiV .1 :..-. V i -„■ vvill - in-, - ' I. Ill .. J iii 



in. Bottl Commodorf 



Expanded Unfertile. Letler Quality, Enhanced. Kale Superscript Subscript and mere. Label Maker V, 

"nuLdng Kuxuli .:. I 'n.ki'l I iln I ,n,y Genu Dala Mari.Bpe. i.k ; lr i v wind iriijessor cr database lhal can 

an use uplo 9 database liefds and each can Be adjjslod and prilled with right, left or 



•■1 VP'MfctoDisk 
• AuoVj Casselle I 
■ Video Casseite I 



/ Memory Residenl 

✓ ViJoo Cassette Utah (VHEJ 

✓ ConlthiKus Envelopes. 

✓ Scrctrig SelectiUfi Windows. 

✓ insert Mode. Capfcck Made 

✓ Pml Label Rom Screen 



• Tie holder Labels 

• Cftnlixjus Envelopes. 

• 5 W floppy Cxsk Labc* 



/ Envelopes Flelurn Address. 
✓ Hcremsnl Red 

Label Maker V2 



/ f-ast Mactwie Language. 
✓ LeN/Cenlei/F*glil Justifing 
/ Sir igle Envelopes 
J 7 Pmier Purls Supported 



VIDEO CASSETTE LIBRARY MAIL LIST MANAGER 



^,|K:i.:ilh...i v lu manage your 



and runt uroleusiifiai inumi ia|<;l:, Liijrrinij by lille m any nl it*., urn 
ln:kti lake:.; only seconds filuimalion saved mUfudosd la|*r 1111111x1 
M«i Suttee I. 'Type. Ccuilra I origin. Rating S three user delned l**Jsi 
This uique program fcalues dtcp down menus, easy 10 jsq enliv 
■A-i' n Ii.^j: jii.iK :■■ ir In i|| '.'ii i Ii.il.l |iliii, vi 'ii vi.: w 1,;. Ii 1 11 . 

Sire Set ofcig is [asl. al recoids are n memory lor last access fast sorts 
Inporl and export Imcriiris [.imts lists Hilary indui cane; Klantird 

labels or OK own speouilly doM1jn.1l Wm 1 sclte Labels You aln 

also UW you label designs created wiBt L ahel Maker v2 [induing (nriloi 

choose [01 uxportiig ri pitting, or prut me eniie fcrl - you lave 

ft Supports label designs created wilh Label Maker 
ft Easily transfer records between video Isls 

Video Cassette Library 

caiNc.909 only £22.95 



!.|>jj|ii;iilim:i 11; posl codes. 
re-dRsigr«j Icfos retiring Iw 



il 61/128 program designed 
amg eets This ungue program lealues 
entry windows. CfJick soring an any lirjot 
g. Wren the program is loaded, you ara 
al addressing, using In 



? indu**] prmler IijuIi, nr. I 
time. |Vjk and choose lor ex 
have coinplete contrd. Fealu 
ft Lfrigue select belue pruiling and e>i>nrinn 



ts created by Label Maker vs 
putting, or fjrnl Ihe enlre Isl 



ft 300 Records; lu, 61. 1000 records lor 138 per 
hWUH Manager ruts on lho64 t 128 in 40 & B( 

Mail List Manager 





Bible Search 

Hbto Search conlniis an exhaustive Engfch Concordance which 
indexes EVERY word ti EVERY verse Ihus eliminating any truitless 


MACHINE 64 


•■i" 1 tl: n'' 1 -" ■! 1" '■■k I" 1 r .." mi ■ ,': 11:11 .11, ■ l:n ;, 1 

when yon have slored al the messages simply lei Banner Machine 
aulcmatically print them one aller the other, al nighl and all day. Why no 
sol n) n bifjness L>htmg banners? 

Use Barrel Machre to orinl earners for parties, weccfrigs specs 

Yr.ir :.*/(., can t»> any lenjlhand used sires ol lellers (Irorn 3/1" to t 
l.:-'"i in Slanitird ainnr.iisei-l m 1 rni Jh-.i.ti] clurat:tfir :.nl ol 1I1 
louneen lunts included You can also use 0110 ol Ihe B boniss. E 
Uiongiiiiinl!, .ir ar.l'(j,-|l ■: f, nil in..:, !j|tl:i,ll 1 iI.i^ih-, irv::u,ki 1 11 1 >| .1. 1 : .4 
Heads. Ship Mom Wedding Bob. Cross Mean Shamrock, trunrje 
Muscal Moles Feu Leal Clover Stork and many more 
Order now and we wnl include a 4011 Bamc Ret wr* slocks last 
air .oh illy 1 ITI 1 f :al N11 '311 i.irily C223b 


search ol text The corniiule verse usage ol any word in any ol lfnc 
■'■ km:., n " ii.i' .I in i> ■ . .r 1. :. . . 1 i.i.iniii.ii 1 ■ 1,;:. hi:; 
IFven lasler tmes lor CtPB/671 users! With Htile Search, users can 
periorm sixjlc ur mitiplE; wind ■, ear ■■.(«;■. and 1' Kin (.teptay the fun text 

Search cptOns rnclndes pattern rmtcliing. AM3 GRBrd MOT rjp&ators 
Btte Search Is Fasl. Ckxnpacl And Easy To Use 
The texl ts cnniilele ivilh Hook ...iiaiilu and verse markings, upper 
arid lower case characters, full punctuation, ilahs, and ihe words ol 
Christ 11 cotour (KJVJ. riclodes aulornnlie spet checking with over 
12.600 woret t.i|..i|iliiy ..na :ir»l ilnvc u:,i«ji.' are conlguarle Works 

yersetsj NOTE *lexi Oiii[xir lo utek produces slardard sequentBI lies 
lor use with mosl word processiig prograrm; two ctrves are 

The Compteli 1 r> .IV i in 1 New In:, 'arm mi FM.ilu Search - Kng James 

Vorsoi New lestamenl Cal Mo. 91? E59.95 



PRINTSHOP 



The PrintShop 64 V2 

» Belie Yon Own Pining Shop Wrih PmtSMop 

Thrie are over one m»ui happy PrntShop users world widD busiy creatng 1 
grBOBig caroK posim:-, .ml turners Vimi have probably seen gjueling cards 
cumpulei shows created using Ihe PrintShop. The PnnlShop lels you make 
greeting cards In friends and relatives class males cr you sweelhuarl Vou can design you own 
banneis. personal slalionary. or creale posters and flyers lor promofrig you 



The PrinlShop eyen comes with colourM yelow pmleed paper 
inslaiilly tn.»i prinlmg your cards poslers and stationery 
Cal No 385 Trie PrintShop 64 only £39.95 

The Official PrintShop Organizer 

• A Smarl Bxidei For All Your PnnlShop Bils And Pieces 

Gel orgaived. Keep al yon PrnlShop vakiahtes n arte easy lo cany system 1 lis custom ring 
bwiuer las a place lor oncn ami r;visy FrntShup accessory aril its dreiinerilation II holds your 
system risks, ctoi arl disks ami ntarenOG cards h addtoi The PrhlShop Qgarizw ndudos 0 
special graphics ndex. urslyo 10 thendex and il wiqjckly lei you preotsery where lo Irn) (which 

dek and side) Ihe graphic you need. 

The PrinlShop Organ/er is a OVslnclwe yetow and black Ihree riig birMer. wilh ton anO-slatic 
vrty pockets, each hoos 2 risks, an exokisve graphics index for speedy retrieval ol Ihe exacl 
graphic yon need along wilh a master Ising. cross reference by suhiect and ndexed 
Ejplrauelicaly by graphic lillc Plus 5 lap sections tor PrnlShop Companion, Graphcs & Art risks 

Cat No 386 The PrntShop Organas only EM 9b 

The PrintShop Companion 

► An Essential Addon For Yon PrntShop 

A ttusl lor every serious PrnlShop user The Companun tings exlia leatores and power 10 
PrinlShop It opens up «usl new ariia m uiealwity and grins you more prolessiarsJ resJIS Ihan 
over helore I he Compurmri features brand new lor*; <* ./urisof i native new borders, a custom 
calander maker, a Init mJtur arid a very powerltl graplic oulor Besl ol al Ihe Corrparlorl has a 
specially enhanced (fin In eillur incorporating many Cawing commands nrtjdng tip. mfror S 
nverl A new Tie Mnjc program tuns 5 mete [silluns, nto a work ol arl mporl graphcs from 

, inn » [».;..ii. n .ii iwnij 1 1, ii K.iLit".. .iulrmiKi' y ■!! "ivik fi ers with Ihe now orualne maker 

Cal No 670 I he PrnlShurj Companion only E2995 



The PrintShop Hand Book 



personakud The PrintShop Handbook is 



PrinlShop The FtanuECOk includes mare Ihan KXI 
cmgnal designs [or home, school and business. New 
ideas lor Ihe Ion base FihtShop applications, signs, 
caros. banners and letterheads, wilh drilcrcnl looks 
and styles In dtflerent pnposes More lhalt 20 new 
appfcalms tclueSng business cards, ads. fryers, 
wrapping paper, games & tickets. New lecloques 
lor mixing graphics 8 loots 

Prepared wilh Brodetbund Software, publishers of 
I he PrntShop. Ins book s sue Id hspie every 
PrntShop owner to find more new and Innovative 
uses lor the Sollware Published by Banlam books. 
300 large pages 

Cal No. 388 Tho Official Handbook E16.95 

Graphics Expander Vol 1 

► Fxpand The Crnabvily ol IhePmrShcp 
When those bar 

Ihe snappiest ( 



ID Giaptics Expander lor 
vet. You pel over 300 
1 personally. 



PowerlJ nYawing ands editing to 
and rnotlly graphics or creale original ad. 
Cat No 387 Graphics Fxpander Vol I C29.95 

Coloured Paper Packs 

► Coloijicd paper and envelopes are now av; 
prcrig and availaMty 



» Clip Art Collections 



NOW ONLY C7.95 Each 



' Budget Clip Art Collections 



;ts For Today's Software 

jeng in business toparcp^rcc^s are Jhe Utility Collection 

™ Clo Art Font and Bcde, colecrons ^ ^ ^ ^ t , aK , tlynl , 

i>_ ™i rf. r-fc, PrinlShu(i produced n America by Cul Papa 

ihe average conients oi eacn ijp ah Mw:l1i: ..„.„.( ™ r)( 6ted in ErKjtantl by IbpShop 

op osks. In side B and oiher popular Producte 

► The Converter Cdecban 

Tho Cortveder Corecton is a ccfccllon ol PrntShop 
mr Ohihiek oi* 6s &n±witnt HaKu converting programs. Trarslet CSp Arl from 
is iim-Gbhoi nMracattftniiusdiss PnnlShop toother graphic lotmals Most converters 
buraafouo wrawMBitain alow both setecfrve and whole risk converting and 
suppod two rlives For 128 users, a special hgh 
speed 80 cdumn mode convener is included. 
Willi The Convener CoUeclion you can use Op Arl 
Ircm PrlitShop in GEOS. Dooola. Flexidraw. 
Prniniastet. Newsroom. Award Maker. Graphic Label 
M.il'.'n .,i ill many olliers 

► The Printer Coteclian 

Over KI exclusive printer utiles lo enhance your 
PnnlShop. Graphic Label Maker - Print labels wilh 
uplo eghl knes of lext n dilterenl styles ol loxl wilh 
a Clip Art rjaphic 

Op Art Calatoger ■ Printout al yon cfc art a wticte 
disk at a hie, len rjaptiics per line wilh lie names 
And if al that isni enough we'll include a new 
PitilShop Font, a couple ol Borders and some Cfc 



NOW ONLY £2.95 Each 



Cat l 



j 384 Ihe Utility Dttocflon E19.95 




► PHOTO FINISH 

Prutoul Yrai Pictures Al 640 k 400 
OpttTUc you H-Res graphics [XOftJcng rt 
resoluhjn of standard cririler dixitts Nu rrx 
bye to bumpy cicles and torgei i k illy pr ir m n 
Near Lasef Quality 



are made 143 ol smMJI :ix;tar»jles We'll I Ixilo l-i 
knes. gvng you peine a prulussional result 
FTulo Flish is cornpaltjle wrth Ihe vasl rrapnt 
packages ndudrg gooPant and Mill every P 
Graphic Lll " 



■ ragged edge?; say yuoii 



om Popular Graphic Li 
Oplirrizer' 



a rorrmi ihat Pholo Titisn and olhers can use 

► BILLBOARD MAKER 

Enlarges Yon Phnlout To 4 t-eel Fty 3 Fmrf 

■ Dump shaded starhtiril nrrl enlarged gmplic pclures to your prr 
guckly & easily. 

■ Overlay specialy designed texl lonts and ICONS on your picture. 

■ increotxe Ftesotulion aBows re-rjrawirig of detail To enlarged sect* 

• Control Board lets you import your own pclures nlo your fjoaur 
qiickly and easily 

• Convert picture lie fornuls lo other product lormals 

■ Smcolli llioso ragged lines with Ihe arming 'Oplirrizer' 

■ Fkp pclures (or ron-on apcttabotis. 

■ Strip colon Irom your piclure. 

■ Reverse pclure lo negative Plus Crop and Frame pictures 



► ICON FACTORY 

AssumUo Creative Ccmpuler Picli 

• Convert graphics 10 r>ir*.i li_*rriut 

• t-itaiji inn I Smooth grapfics wil 
» Convert H-Res lo MUh-coloiir B 

(Mirirral Resolution Loss) process. 
- Alter and tnhance graphics. 

• Crop, kiverl Flip. Ncyulivo am I Strip pi iui 

• (trcsii!.! iji,i| ihts I rem Hi- Res pclures 
■ Overlay graphes on Hi-Res piclures. 

• Uiriiiiiri/aplius Irom PmlShop. Newsn: 

• Reduce pictures and grapnes. 



► Graphix Link 64 

This simple Jtrflv e for GEOS users to convert nettles Between 

Newsroom Print Mitlirr .ntir i3'm> CON Has 

Loads and saves guoPamt. Doode. Flexx»aw Ccrnpulei Eyes and 
PrinrShop and FJiboard Maker Runs Irom oulsnJe GEOS 



i :ii -Nu ■tiiiti'i 1 1 ii.iJi ittjyh ■ Cai No fl06 Icon I' irnr.i 1 1 ,'■:•)', 

Cat No. 407 Diboaid Maker E24 95 • Cal No 409 Screen ft* f?A 95 
Cat Ho. 954 MEGA graphics bundle pack only £30.05 



Leroi/s !„_...„..„ 


a»— tatif 


Cheatsheets W§h "* 





Certificate Maker 64 

» Now's your chance lo give someone the permanenl pal on Iho Pack rhey deserve No rraller il 
you know agent ailileli; .1 court [xikiln ,1 uaiuihld inn.i r.i ;i <pnd tiss nr .1 1. id iIimm llirsearu 

msl some ol Ihe POO posstxe awards wlh 1 MrHer You run crime ■:• i:i-ilif..:,H l; 11 |i,-sl 

rmrtes. smpry choose an award style the slyte ol border tan type it Ihe name and message, add 

Loyal Lace. Veteran Bears SrWes Ducks and Disks are retirfe? Trier) dcren pclires on witty 
colour stickers and many dtlerent lype styles. 
Cat No 400 CertrHcole Maker arty C19.95 

Certificate Library Pack 

» Add 100 exciting cetliliooles lo choose Irom Expand tlx; creativity possttflies ol your Cerlrticale 
Mater Trie Lfcrary Pack also includes 24 riow borders plus a top up ot 72 slickers. The rew 
certilcales induue employee ariuiowledgenirjils tamly colebralcns. cruch & clot) meetings |usl 
say you care S much more Cal No 403 Certilcale Library Pack only Ct9Hh 

NEWSROOM 64 



locls and slore them ready lor the layoul ol tli; mwj»;lloi All'." tyring ynur rnrwi. wild iiitim 
word processor move across lo Ihe layoul nepartriiunl and arrange trie page 1 , fv, iiilur you liavi 
conlrolover theposircn slyle and site ol ir?xt arm i|i,i|itiii. i-. Wln.n y. .u tvtve linritifm yuu i.;.in I'lilnu 
Newsroom is supplied with a simple Hf> page manual a rBlerence srieel S 600 cip arl pictures. 
Cal Nu 401 The Newsroom 64 ES.95 

• No 402 Vol 1 Resistie Arl E19.95 ■ No 404 Vol 2 Busneiss EI9.95 ■ No 406 Vol 3 Sports E1995 



LOW COST 
SOFTWARE 



xlrtechng Morse Code B 



i your ski Improves 



Animation Station Super Graphix Jnr. 



ealiuily wild The Animulicri Sliilmi. .1 pi iwi.ituVcii.il 
root Sircan's dassi; loudi pad produces Lid kites ol 
graprics or you 64 and IS cumuukx Tlx; Amiitlicii Sl.llicri replaces 
the keyboard, mouse, joystick and kjhi imi rn; an irpji itevce Mave the 

can or your Injur nu lunch rjrrt.ilM! i.Lirl.rco iind Ihe screens 

ptmter lulows you The Aimialion station ndudes a powerlul nrawng 
packago From tie (takers Lit Rla/rrti F 5 i*l*iS H.iudvfe tic. [lie 
Annul, m liliilim mult-; irr.l, inly with I 2 I )!■; I le.ilr.™ Uooate and al 
luudinj soil wan'! kit:.-; Ihe Ann int.. ,11 Biatiin nan emulale Koala 
Pad addiiy even rnore oompaiMiy win you snftware 

Animation Station 

car No 002 only £59.95 

Cartridge Port Extender Cable 

posilion - hcrvdntaly h llie bach. ICs lard 10 reach IrpossCle 10 see 
and a general pan Sokilmri' A II r«' slm "11II11 hwinP li s great il ynu 
hove Ihe room, bul nol il you aie wcrkrij in Igtil quarters lie Irue 
solution. Trie Carlriijr I in I F ■run In (ill*! Tins cable cormecls to the 
cartridge port on the oompiiler and lets you plug you're cartridge al the 
oilier end and since il"s llexitHe, you can locate the cartridge uplo It 
.v. iv r-hjw w. vi ■ : ■■■ : H i - 1 ■.].■ ."I" :.i 'li .n' I ■:>.;< :iv ;jiili.'i I'.jd.iy! 

Cartridge Port Extender Cable 



(terrace Supplied wilh carmplele 11 

Super Graphix Jnr. 



only £39.95 

Universal US 232 Interface 



Ar/nsekV.iJnivt; J us- I'jvmi 



.11 .r, mlly i+in-, dnu.tly 11*.' 

ice rtslead 

.ilh.l imniii!. II will only wont 



► CONTROLLER 

Now you can have a ccmpUL I lully inn inm.i r k ilwayr, uvular.*! 
lor usewilh you CG-1 ur CPU. r*jln on in:: kr-yUmrrt' ICON lHOILbHrs 
perlect for use will 1 C£05 .ml yr.ru r«we your litl-sist loysUck tor 
gamiiy A special comeclor lels you plug 11 your IJ-siFe pysUck 
.viiif.ui njiruyiny the ICON TROLLEB. No more hahpjng cords. Its easy 
lo reach and responds uuKWy Cal No 003 onry ttiX 

► MICHOB1JFFER Mi 



rbur computer cm ;.aa«l rjn 



oompuler will 
in 300 



piini ii r-Jt.n 1 1 1; nil v However, lie compuier s b 
printing. With one ol our high-capacity Men 
tie ill*.' lotirisFi laslHi. rind lei you star! using Ihe oompuler 

II u [.iriril.; -ii.il r '■riiijliilmg if-.t |u:-. 

Avalable tram 32KByle to 512KByle of Duller memory - rm 
oourJe spaced piyus rhirr uuirujiai 1 Practical Pedfrherars siano-aiom 
butler quickly liees you computer lion puiting tasks Extremely easy 1 
nslal the Mtcrobutlui IVfci can rraw you hum:, RimIM inpul and ouIdl 

Worta will: any | illel pi inter ;Nnl r.n use wilh Commodore - only 

printer 5} hdudes cable & nstruclmns 

Mcrobuller 32K 64K I28K 256K 5I2K - Cal lor Prices 8 Availah»ly 
1* C128 40/80 Column Monitor Cable. 

Tile 40/80 ootirrm cable connects yon CI28 lo any composite ronili 
and lets you switch select between 40 and 80 cotuoins. Plugs Into boll 
montor conneclois on IhcCGB Morilu und lit. Fti:A[*igs lor 

COiri[>.iLJIO ViiJJOlirid UU'lKj Ij'irj fir fil |-' oil ,! n I ifi.il.irf! II - ill't! lit 

withoul buyiig a now morilor Cat No 479 EI995 
> 6H Serial Cable 

Specraly manutacluiei) an lest long senal cables Move your dtelt drw 
prhlor away horn the computer Cal No 480 only F995 



► 80-Line Srnolifieii DO 13 ! l/c > Board 
80-Lne Ermpiled Dtjlal I/O Board has 40 TTI_ mpul tir 
seperale butlered drgilal outpul ines thai can each direct 
vcfls al 500 mA An ejysirrsiun sotkal lor a standard HO 



program risk. Very wisv Irinse 
Supptied wilh delated 65 pagE 
Sheel available. 
Cat No. 931 only E12g.95 
t Fist Dual 0522 VIA Boaros 
Cinanal tltimale literlace. Unr 
miertace Adapler |VIA| board 
hboralnry data aqursilion and ir 



id operaling sottware L 



capabily. System is expandable It 



n appfcatioriis Widely n 
Inrfaced to hgh perlormai 
it luiy Lmketlionnl I/O pt 



3-bil A/0 Conversion Modulo UHjijy bai 
154IF22 duar VIA boaid [reqned|. whie leavng all VIA pods 
Uses Nalmnal ADC08B converter IC lor rOOus conversion Ime 
Cat No 932 only E 129 95 
* 128D Keyboard Exlenstn Cabta. 

Ever lound thai the catte between your l^HO and keyboard rs ti 

N..iw willit-'iuki'ViKir-:!; •Isv.-iK-.nliiir.Ji v .Hi -<Jr Niu '...f 

leel Irom ihe Fteybooirl on a shelt. Ihe Itaor or undot ll« pi 
chaceis yours Cal No 4/B only BOSS 



Supplied in a high value pack consiling ol The Commodore 1351 Mouse. Mouse Mat, Mouse Holder 
Plus GEOS 64 v1.2. Plus Commodore Mug' Cal No 937 Only E34.95 



TOOLKIT VERSION 2 



What Tour ISH1 Drive Is Missing 
A hammer e a tarrrei Bui wlhtx 
technology, capable ol w: arria. 

The 681 TuoKil is you tickel lo □ 
v « j Ihc lotowng features 

* Fast Disk Copier. 

# Byle Pal lorn 5uaich 



lor lira 128 and 1581 rJsk drive. 



J geelina trie hill value out ol your invGslment in the 1581 drive It i 

*Ti!iuk & Soulor ErJior * Directory ErJIOf 

* Partilion Creator * Relocatable Fas! Loader 

* Fte Track/Seclar Tracts * Error Scanner 

* REU SLipporl. * 64K VDC RAM Support [E 



Kiwwudgo can bo a toot too. And rx 
tiook The 1581 DOS Reference Gun 
year ol sutd research lo complete N 



H. al Hvil knowledge can be yours al a sp 

Cal us loday and sian gelling yd 



■ Faa Disk Copier 

■ 1581 Fast Copier 

or ■ Density Scanner. 



only £9.95 




1581 Inside & Out Book With Disk 



: .-Mi 



lil.i.i.hMr 



ra lechncal anr! rrn 

oot* w* Iralp you les yoU rJrfvBTricre elteriSyRry *g j its power '.l*s 1581 Inside S Oiji cows 

* A beginners guide to parlrtionina. * Fho EB1 Eilra DOS Commands. 

* Super Bl Uriities review # Translerring prulectod software to Ihe 6BI 

* Ttansfemg inoroiected software * 1581 Dnve Cknc "iclurtng an analysis ol bugs. 

* The 1581 drive tocrncal spealcation * Speed lesis wlh JllyOOS corrparisuns 

* The 1581 loorkil review * Diagnostr, sollwaru for rupuring damaged as 
jnpretransive beginners gurJe to lira 681 dsk drive and Ihe Diagnrp.li. f, Hem' 



Copyrirki,! 

Copy 154 1/70/71 Ites to 1581 risks. 
Backup 1b81 disk ivrth I or 2 1581 drives 
CFVM UHBbe wilh parlilioning loots. 
Disk Edlur Osptays n Hex and ASCI) 



Drive Mi 



IM-;j I : i 



only £3.95 



only £29.95 
only £17.95 



books books books books books 

ONLY WHILE STOCKS LAST! 



► Anatomy ol 
Bosl Seller A 

(,M|Jl«.!i 'jIJL 



BASIC dal 



working examples. Cal No. 769 EH 95 

» Maclme Language lor lie C64. 

Learn 65 O code write last programs Marry 
I samples and tshngs lor cnrnietu assembler. 
- monitor, and sirUbr Cal No 770 E695 

I pritlors Packed, utilities, grsphc dump. 3D ptol. 
I oormranlod ROM istngs Cal No. 771 EC95 
1 » The Oflioal 64 Rograrrmer s GurJe 

Delated nlormahon on everything from graphics 



il ideas lor Ihe BASIC programmer 
n-depffi explanalixis ol PEEK. POKE. 

BASIC cmds. Cal No. 764 F3S5 
)r use on your CB4 



[.irrjyrr.mr. 



Science & Engneang lor Die C64 



tsfrigs*CBl No 765 E3 95 

& Oul Cut No. 767 C16.95 



Delailed gude on tlfi if'U:-: r«Mnl«) ,vj :i. 

graptcs. ROM Istftgs Cat No 774 F* 

• Tricks and Tips CT28. 
I in- -■ i ami inio lor everyone. Covers 
hi- les graphics, windowing, memory layoul. 
Kernal roubnes. aulDstarting Cat No 775EW95 

Peeks and Pokes CC8 
Piesenls dozens of programming quick-hitlers 
Easy and uselii techniques on ihe opereling 
system, slacks, zero page, pouters Ihe BASIC 
rilorptolur urii more Cat No 776 E14 95 

► CAD on me C128 
Learn fundamentals ol CAD whi 
your own. Design obiecls on yoi 
dl»np lo a prtnlor Includes tstfigs lor 64 with 
Simons BASIC Cal No 777 1 19.95 tckidrng dsk 

t CP/M User's Glide CI28. 
Esseniial gmfc lor everyone iileresled in CRM 



» BASC Trainmg Guide, i 



re &4 Cal No 779 CM 95 



¥ rxogran 



COPY PROTECTION REVEALED 

Your Education Starts NOW! 




TimeWorks Software 



supported The Commodore Icr 

All Timewoiks software 
:lmte tutorials, help 
al Ihe general lealures 

Ol Ughti'is:. 'inllwsiic 

The crogrnire have Been pcpcrty 
icnverled [or England arid support 
ie Wile IhUgs such as Ihe pound 
key And jeJ tor the 1990s (Kicy al 
m themselves and 
le with GEOS 
rrmeworks software is MMK al 

mods supporting both Ihe 80 and 



«■ Word Writer 3 



In S09 Word Writer 3 64 E33£ 
No 511 Dala lubnager 64 E39.9E 
Ma 5l2SwiHcaro64 E39.95 

a 745 Word Wnler 12B £39.96 



irtrited< 

integrated Thesaurus 
60.000 synonyms art 

Word Wnler 3 also iicbdos an spool 

iulrijiali.il !>i||iFir--|i!x:r»i:iijr Hal SCtJje 

I ^m.kivij'iii'i.'ii!-. mil!:;, lads and rvlakei 

■ Vi.'iMiiiij.'iriuiiifc..' fun ml A addre 

powerlul comhriaiion ol tools. labels 

Word Winer 3 hBG an B0 e(*jrm Inlcrrr 

preview mode, on screen trrghirjhiinrj Data' 
, , ■ ■ ■■. .ir 

incorporating underire bold face retnev 

■i.'ibc :,ui»T'irjripi ardralaerpl dale' 

Werd Writer 3 has many oihar caleg 

n. lis Ji:--: : ■ 

access oorrrmarras quickly with Ihe Iron i 

mrrmm ol keystrokes hearijrs and *«.*( a 



updates targe an 
rilomation Dala 



on to lain*; and lags 
jer 2 teatjes quick 



► SwiftCalc 



ol Ihe poind & 
value ol a const 

SwillGak, i!. al!,i 



at dala arqerinm Immias lo any 



Digital Solutions Software 



Thei 



areal the wonderlin itn'i, (ilumi twin you Curnmodore 64 
and Pocket ? Sorlware INt c ihe soliware ihnt can make you 
n 30 mnules. even il you've never touched a computer buloro 
ason? Pockel 2 Sollwatu is menu driven II has all ol the help and 



d njhl on III) screen Al o 



exhriarathg leelrng. 



compijlei is righi Hue al you fingertips 
youmghl fird you sell huinfcg the theme loBalr 
► Fast Flexible and Allordable 

Al Digjilal Saturn!, wfiri.: (jipimlirrl to nukmg our sotlwarc mirk lu 
you Naluraly al Prickel ? Snllwari' ■'. ifili-u/nli.ii aixl GEOS uun»iattX 
Us people IngrcaL no! til rrtaritrne logical " 
you've hearP aboul Prickel 2 Software are 

Each |iiijkr*je ncudus bolh Iho 64 and 



gel 



Ihe 64 and 128 versions 128 Vers* 
If you need more information. FSSL h; 
produced an rnfornulion pack en al Digital Soutuns Software busn 
packages 

i> Digital Super Pak 2 

One ol Ihe heauhes ol Pockel 2 Sollware e lhal al Ifiee piogra 
woik logelher. they're more powerful arid give you a whob range 
opttTK art) pnsshilies 

Nol only llial. when you order Packet Wnler 2. Pockel Fler 2 : 
Pocket Planner 2 bundled logclhei in LVjIal Superpak 2. you can sav 
tiundte ol money Gal No 513 Digital SuperPack i'89.95 



I rifie midline LinjiLUji! |n»iiiirn n, merrily resident Nc 
swappnirj or icfcadrry. 

Slate of Itie arl indexing Icr lasl letrieval Commnaore V 
record in less than 03 sees, i 

rood to rrslrucluu Ihe tiro 
Data types include cafcuraled resell h 
mcurjri) li* I3A5C math I melons 
Searches may be up lo 127 lields deep sorts up Id ' 
Program-writer generates luly lomanod roporls I 

'an**! <M!r;l">" aril ar raws SOSSiOn. 

hdudes Iree label dinting program with 230 page if 
I No 70? SunerBase 64 £39.95 
,1 No 704 SuporBase I2B £39.95 



>v Pocket Writer 2 

Experts call Pocket Wnler ? the Pest word processo 
driven, onscreen instructions, youl fly through If 



► Pocket Filer 2 

Pocket Fler 7 is a lull IimIuu-.I :\AaU.\ iliai wi help you lo keep Hack 
ol msi aboul anything Mn mailer whai km ot nlormaion you have lo 
store Pocket Fler ? wt help you li r - .n j. n o. i - il I roller process H Inmoie 
ways and letrieve it laste when you need il 

Al home or at the office, now piijimii ,-ir irilorrrnimiri Ihe way you 

want it Gal (Mn 515 Pockel FUei 2 £3995 

► Pocker Planner 2 

The answer la nniii authors; Tins niwulut li* lualue-d ductroric 

■,li'!;»lt,tm!l ■■. II »■ i 'I'll I- ml l<u i.'li'i In v ; muiikj in.iIv ii-i mid n:l' I 

mlrimatron frnanctil r» nunerical Its n cnunon sense srjruuon lor 
manngmg yri/ checktirok tudgr-i. ititalrnenl payments. » 
inv«sirrifir.i'i Pix-kct Plm'.riei ? itus you put sjorne 



SUPERSCRIPT 



user lequires. SuperSciipl 
cliickci is irsly good na 



jmor irtriedialWy at 
at Monus guide you 



) 240 corunn 'xlli <J Tho butl-in spcl 
Ihe pcuoi spcta' As and wlion lequaed 
i whole duounont buMrny and ruporliiy 
tcalues you would eipecl licm a best 
o handles mal merge from dalahases 
isary lor frequently teed leil passages 



Cal f* 700 Super ScncJ EJ 



0 701 




► Project Planner 64 

Project Planner 64 vi* tulary propel [town into managable lasks rsoiale 

key lasks and anliupilc rjroblumsi vim mnj nol Mhvb In. pr- cftjij Ihe 

imparlance til cifilkoliry nriixi1ip<, and mi.i i.inlmjj dnrrwnis in. my fvi V x:\ 
Calculale the hmelahfc lex Ihe protect and cosls and pmsil*.: urn;1 
savings. Display f u jiuiucl and lush:-; in, ,i ctoar chut Ihivi msliinlly 
*.-il<:h Iric .-IIotk, ill .iny iilimgcs you make Wltun lirished fiiili ml ll>: 
l'i».rln store- In nun mmtticahDn Cal No 654 Phihe! Flamer TI49S 

► Business Form Shop 



A mquu package Ihal runs on Ihe 12H m 40 & Fffl columns PI you need a 
varioly ul lomis lor your smal business hnme or sodely Ihen His Is re 
prop/am to mm n alows you lo design any lam un Ihe compute! ar«j 
savu il to ctek When you need lu use Ihe lorin you load it up and the 
compulur automalcaly helps you to enter the (tola*; for example you 
created ail invoice tar a Cookie company you wrxrid ornate a ksl ot 
' Cookie types and a to! nl ac-M nrr;; (hen amply oniermn Iho custamei 
name or reiofurra Ihe name address clc would be puled <t liom risk 
ready loi you to cnlcr wtmh cookie iix;y want Husness Form Shop 

■ oio-, 1 ■ - ■ j.lIui ■■ ■ r-j . -.1/ 

Business Fo/m Shoo ea E2995 

► THIS 128 

TEtS 128 rs a lectncal rtawmy syslem capahle of pruducnp, very 
delated exact scaled ctawvi.i. .*-,n lm rir.iit.riv.-i f, oilier prolessonnE 
Unmalched in both mice and j-.r lorn sir THIS has all ihfi failures you 
would expect nl ;i CAD wMur. « urn uj rylnnq. irrrpnrlmrj graphes 
etc and a lew you woucril flrJK has over 700 oHIerent toil styles can 
prnl your drawings in lundretts ol rillerenl sizes uses Die. enact scaling 
and a very hgh resotohon clawing Wllh TUG you have a rrjsorutron □! 
960 by 536 dols pur page and seven lolaly separate pages to draw 

relocated, pixel ncremenl loatue to smrjolh-oul curves & circles. tTelre 
arjust and took X and y axis lor prccson (tawny Oilers up to 60 hyh 
resotolion sctcens. knk up lo n :.,,,,„:. -„ ,„,, r„ M05 i?50 hhj fi 
1351 mouse Cal No 65? TU5 128(29.95 



► Stock Control 

A straighl lorward system lo control stock and stock movement. Ihe 
menus guide Hie user through a smpte process k) ensure accurale 
slock records are mamtiuncti The system mafilaiis stock Hem 
rtformatton inducing relerence code cr number. Bin number, mil stock 
level cosl S suing !•«* Pri'ilnd i tin. iris include stock movement, pnee 

■■ I. ■:: . I. I ni 1 1 1.- -.r un ■ 

► Sales Ledger 

A complete sates lodger package loi your Commodore Used by many 
companies in control & produce sards information. Including invoices, 
credit noles statements, sales fcitr, debtors Ht cash fcls etc 

► Purchase Ledger 

VAT accounl Prrbnlcd reports rciiito debt nole rrst cufclarWiig tovcices. 
f5l of transactions, suppliers name and addresses and many more. 

► Cash Book 

A cornplelrj compuler based Cash Book system producing a trial 
rsaWU*!. VAI nn.ilyu: [.oi l ,', ;! (.!, I arvi bulonl i:.:rlr.» no.: 

Stato 64 or 128 version when Mdenng Cal for a delailed teaflel. 
Anagram Sotlwarc £39.95 Each 

► Payroll 

' '"' i'"."iii un knji! i. .i i i >nin i -Ik im .!■/[■ [oyrol system for any busrness 
havrig i<i to 35 emproyees PAYE. SSPSMP and al non contracted oul 
Matt :. II hs raneB schedules ate Ittiuded plus pensions arid holiday pay. 
Salary and WErye-eamrig fimptoyocs can be nrocesscd weekly, 
torlmghlty or munlhiy. Ihru; ruliii or ovrirlimrj. tK.inur.er, fiKririi-j;, c-lc are 
shovirn on Ihe (.ompulur generaled r«yi*i The pnnlnul winch ire; lot 

Free letephene and postal suppon^rAWed and tow yearfy upgrade 
cosls State 64 or 128 version when orderilltj Cal Nn 7H7 Payroll E69 95 



WORD WRITER 5 

The Best 64 Word Processor In The World 



iv i ■: ■ 



e. spell checking, an 
eate ojeal looking 



Word Writer 5 is Ihe mosl *Jranced Wor 
lur Iln ■ Oimmodore II indudos a wide va 

rioli-LMiirilly driiwn ijr,i|ilu r>i illui jnii 

inlo.-[;)lrrd llirii.iiiirij:.-: aniJ niiilniii nhj-. -.h: 
™inx prinler Word Wnler h l«Hn, yon In 
dracuments. every trme you use it 1 
► ItoWudRocr^ngwConipulerExperr^^ 
When it comes loyollrg yixir thot^ihis onto paper. Ihere e no lasler. 
easier way trim Word Wrurj h n cr.rtjns our CKick-Stail Hk* Manual 
keyboard overirys and bu" 
i>> and nmrwig in loss thar 



» M^TworvJewrJrertariOuaJity.Durl-ti Fonts 
► Word Writer 5 now InctudDri 10 bull m lonls n 77 atrBS |9 to 27 pcmi|. 
and 5 special effecta yiyirvj you oyer 30U possibrd typestyte 
conibinalians to choose Irom Heat*ne-1ype arid body-type are 
avaratio in borh sail anrl non sent lormaLs 
t Allhrxxto Word Wiilor 5 can use la-OS lonls Ihe lunts nctoded with 
thrs program usnii m™i High iki^ly irmlcul lormal gryry you 331. 
sharper quality r» iip il Irom yo.ii dm uiulrix prinlec 
* NEW Bu* in Graphics - Add griiprics lo your dpramnl; 
rally Drawn GraprKs i 



luslralions. Great General 
, lip and lived yon GEOS and 



artwork for home school. 

► NEW Graphics Convener - Read 
DOODLE picluos 

► M W Auromafc LHdng - Prrrt tong rjocurnents eBSiy; in text 
Each hie specilies Ihe rout one lo pmt and trxi result rs one k 



Font Mode, center a word, line or block ol ie«l a 

nyhl or both al at Ihe press of a key! 
t NEW 2 Butl-to Macros Convert repetitive mrt key cc 

a mmlmumot keyslrokes. save them for laler use. 
• ?-Way Printoul - Lels you prinl your docimenl in two ways use 

HIGH SPf.l D IhXI MODI lo qurckfy f *ool Icxl or. selecf Ihe FOK 

PRMTOUT MODE to prut premium guaity rtocumcnls with Hr lor 

and graphics indudsd In Ihis prcqram 

► Text tnpnrling - knporls lexl Irom mosl C64 & "128 word nroocssi 

► Toxt Expcrimg - (>xtverls obcumenls created with Word Wnler E 
be used with GEOS. ASCI and PETASCI lor modem transits 

► Form I eller Ptinloul Prinls nrfvidualaid lorm tetters iisny you n: 
and address He. 



► Conrruxrs Fcrmalliig S Word Wrap - Manlans your margjis 
throughout your iln.iiriuii even whik ynu edii text 

► rtegraled OuOne Processor - Organizes your notes, lacls and id 
into a convenicril ourtne lormal - outkly! 

k An 80 Column Pnnl Preview Mode. 

r. Bult-ki Heto ScreHK 

» Two Ptaslic Keyboard Command Overtays 

k Bil-h 5 Tunction (acurator 

► A Documenl Word Coin! 

t> An tritegrated 6U.TO Word Thesaums. 



Cal No. 600 

Upgrade Irom Earlier vc 




Super Piascal 

BASIC COMPILER 
Fortran 




► Cecal e without doubl fire at the standard langiiages. probably Ihe 
second compula language next to Base MaNy used as a tutorial & 
business langur.ye Nnw you nun use ll.s rnrpulai Pnglish-llte language 
on your 64 5 128 [tin linbol system Ii.iiiIiiii.i:.; a synlax-oheckiig edlor. 
rjompier.and a outtiber oi symbolic debugaing aids, a amch furclton lo 
reduce the memory size ot yu.ii i»nrinirrK a prml im.-'Dll lealmn and 
much more kmlides sample [in pains and a complete b" page manual 
Both 64 & 1?B versrans reluaoti Cal Nn 738 orly E29 95 

► BASC COMPIXR m COrnfM*) compter and development 
package. Make your prutjams 3 lo 35 Ones laslor Gompie you 
programs into machine- language, speedccde {psueou node) or a 
cnrrtunatjon ol tulh With lim . ivorluy li.-.ili/n you can unrri.* a senes ol 

prop/ams that load in o"r.n vrty t mi i .minis pn .grains wnillen with 

BASIC axlensbns Control memory rnanagemenl to owe you lolal control 
oyer your compied urogram. When Ihe cumpfa recognises an error, it 
conlirues to lind other errors. C12B version is cornpalWe with BASIC 7 0 
S works with lasl mode II your program walis CCM1 h II I 

■ Compie to machrne language speed code or a contJinalicn ol tnlh 

• Supporls oyerBy slruclures lor largo programs 

• Compter dreclrvus alow paiameler changes during oomptetion. 
128 Version Cal No 938 £3995 fi4 Version Cat No £i39 £3995 



► Fortran 64 was the list htfl level language In compulcrs & utter 30 
years. 11 remains one ol Ihe most popitar programmnrj bnguagtt Now 
yr hj inn loam how In use Hi' tivlian nil.inmn.nii language li'lran 

sutiiirls more Ihan 45 staterooms H luncftsns. a compiler wt«- ialns 

lai.l. suvable r unable [nKjuirrK. Mxihoiv ol cumpftij ajb-rmitines or 
lunctmns seporaii'y In-'' 1 1 ■ ■■ n ■ M ■! - 1 - Im' lorm and 

user machne bnguage routines usnq LXEC uuinmanri Fortran ncUdcs 
a detailed manual Cal No 7B0 only £29 95 



► Super PASCAL Is a ccrnple'e syslem lor davclouitj apptcalxms 
Super Pascal is a complele Inptemenlafon ol standard Pascal Llensen 
and Wrrlh|. C64 version has a Ugh speed DOS (3X| lhal makes using il 

features Apend Iks Search and replace, iidudes Nine assembler lor 
optimally coring in machine language. 

Super Pascal s so capabte lhat it is used n hundreds ol schools to 
ln.it ;h Pascal llut it can be used for nine Ihan jjsl loarrwig Rascal, use il 
tor more serious progjamrrlng the graphic Ibrary (source inctJOEd) s 

wrrrtenrmaehiriiliinnKj' J . ■■■nilon Learn Pascal and develop 

soltware using the best loo; available. SLPER PASCAL! 

■ Fin mpemenlabcn ol Jensen & Wrth Pascal 

■ Induces many language extensions lor systems programrrmg. 

■ Inlergraled assembfer lur mncririe code legurBmeols 

- Built irieibrt* with renumber In.- .-into, change, append, delete. 

• deludes lasl graphic liarv. large 48K workspace 

• C12B version supper Is Rd-cnlumn he as graphics 

- Detailed ?7Q page manual nekjued 

128 Veisori Cat No I A? ritfv 1:3995 M Veisinn (ill No M1ortyr399S 

V C e one ot loday's most popular languages It s easy to Iranspdrl C 
source code Irom one computer to another With Super C yuu can 
develop sotlware or lust learn C on your Commodore Super C takes HJ 
.Klviinlaifiii ltn: : . veriiit*- lanum* x- Pi <x kins Kb02 mactwiu code an) e 
irsiny lirnor, lasler Iran BASC (ckjdes a lut-scrBcn eilln luisch 
repMe and btock operalionsl. eon'fier. Inker and handbook You can 
oriil in. i nil lo seven modulus with iNi fcrker BesOes tt.i slarnlrid I'O 
Mniiiy. a grapr*: library (pkil prmls. itaw fcies. II n aroasl and a malh 
Unary fwi nos. taa lop, arulan more) are iduded 
Whether you p;i warn In learn C. or im.f am n a serious C erwronment 
lor your Commodore Super C is Ihe one to buy! 

• LUt-m edlor with search replane otek conrrontls. more 

• Sr<ipods strings and arrays, hanrtes obecl code uplo 53K 

• Supporls recursive programrmg tectrlques 

• Standard \IO. Command graphic & Malh fcrary rneluderl 

■ C- I2S Verscn works wilh one or more drives h 40 & 80 coKmns. 

128 version Cat No MO only £39-95 64 varsKn Cal rvo 739 only E3995 

► ADA 64 The package nctides an ADA Compiler, wheh convorts a 
suusol ill lli; Langauge into rriinhn. 1 Liuyiiage. l-dlor lo write the ADA 
[irviarns. a Syulas lihufur a Qxfc Qiifsalor loconveil your iiogram 
to AssemWer code and an Assembler which can assemble your ADA 

course's wl teach you not only lite basics ol a new fcrnguage. but also 
l.iw i KKian lining tirHHJf.1. k- t.< mil hI»-!tt . work whal nclliits Ihey use and 
whai n nmcOe Ihey can and cannoi do Cal No 940 only E19.95 



► POWL-RPLAN 64. 

Ore ot Ihe mnsl cowerlul tftmM M a with inlerijatod rjaohics 
miles menu or keywi ml ;,i*s.lmi:, unliiv li'lp 'i-'"". 1h*I imil.i:H'i 

an 'a. ■; .■ L i. .1-1 ■ ■: ■ ■■ ,r it, I ■■■ | <|. . 

■ id to crr^e nlErgrater) graphs S charts Cat No 941 oriy EB.95 

lit 'experi system' lor the CPS and C64 Wl*oriJnary data base 
is are good lor roprodljcing lants. Xper nan derive luaowledge Irrm 
nlar ol facts and help you make expert dceisois LBrgBC iparitv 
Complete with edlrnrj i n..i mi « « ting i iai No. MB only £34.95 

► Spate An 



lonarargegrnl en your 
pysOck. You can efjckly anl aci:iialiiiy mei 
i n rattier Nrjh icsotitjon or mJticolrjul 



s Sprite Ad bis you del™ 
using either the kevdoard cr 



. a companion lo F 
thelacily In creale a symbol litn nni.iininii II i 
il ihe uanal-iles used His hlecan trm.'nt tiv 
lh.ij.ii,;Jiiliiy .il passmq vanat*.i. In a m/l|m 
ten using the f» I'll inLJASIC odlloi I iitl No -T-. 1 . H 



► video bask; 

I his is an enlremdy nnwertJ sollware package lor 
develope sotlware nsir«) the wonder let graphics and sound eapaWilies 
ol Ihe 64 V. ki. i HA!-» ; allows a el vice ol i-liarar.ler sLresandcan 
dsplaynhaiiBiliir'ilrnni a user deli.nl u'l n addtcn to the bull ft lexl 
nai'i..::, i Jural tors Yiiuoau IHan aiea in an UtH fxtd (lallun .11. all 
.illniriilivii lua sotdedeur Dunir lo ilsk n ere ol lour rillinni wavv, 
HARDCOPY to printer. Ctommaiids to RP.St- r Ihe BASIC STACK (alows 
e«lt Irmi silioulmes without ielurn| HPS!- 1 the computer and stop 

. i n ' . ■ ■ i,'l , „ I HAM lliitiini.i.illi IT! IMk ar 



ar ROM REGICtJ ee 
n Tha package is suppbed wi 
;s Demi)s & oelated lutnrial »< 



other parts 
/e 70pag 



ecisely Unlike other dawing 
an produce exact scaled output on your printer. Design 
ur drrwng rjoblRm Meet n*5. metres, eld and send 
si ptirtlers Uses eriher the keyboard cr tc/itoen Two 



First of alt lei me say hello. I hope thai you will all 
enjoy reading, anri that some will benefit from, this 
month's selection of letters There are ten relatively shon 
queries this month, quite varied in content so there 
should be something for everyone. Before we hegin. an 
apology and correction. Last month there was a letter 
publisher] Irom lochen Kaul'mann who ot course lives in 
Germany, and nol in Plymouth as was printed. Errors like 
that don't often occur arid I am bewildered about how 
i I he confusion occurred. Still, I hope Mr.Kaufmann didn't 
mind his quick trip over to Plymouth! 

This monlh also sees the beginning of a new quarterly 
feature of Techno Info. That being 'The Techno Info 
Challenge'. I shall lay down a few rules aboul something 
| and ask you to perform a certain task whilst still obeying 
those rules. I will set a slandard for you all lo beat and 
the first person lo do that will receive a computing- 
related prize! Nothing huge, but something as an 
incentive to take part in the challenge. This monlh ihe 
subject is prime number analysis, Ihe generation of prime 
numbers. There are further details later, and I hope thai 
this will give some of you the chance to involve 
yourselves a bil more in the magazine. On with the 



EXTERNAL PROBLEMS 

DearCDU, 

I bought a Cf>4 at the end of 1484 and a slightly second- 
hand CI 28 a couple of years ago, and have only now 
discovered your mag. Sorry! Vou could clearly have 
saved me a lot of heartache. Bui here are a couple □( 
problems that still puzzle me; Firstly, why does all 
Commodore literature insist that il is nol possible to make 
a Commodore printer underline! My Pot kei Writer 
program and STAR SGTOC printer, using [he MPSIOOC 
driver has no problem. Secondly why do my Qukkdisk + 
and COMAL carlridges for Ihe 64 work perfectly on ihe 
12ti, when the Final Cartridge II and Wordcrafl 40 do 
notf Even if they run on slart-up, they rapidly become 
unstable and uselr---. though thrv are ■.till fine on the 64. 
Any ideas? 

Brian Caukwell, Bancroft. 



Dear Brian, 

I am glad that you have now discovered CDU and I 
hope that you continue lo enjoy it. The simple answer 
to your first query is that I don't know because I don't 
write il. I agree with you that all the books say that you 
can't do much with a Ciaiinnxlun- printer in the way of 
extended features, but clearly from what you say it is 
possible. The MPS1000 has a multitude of additional 
features like underlining, including superscript, 
subscript, bold and NLQ. Another Commodore printer 
with advanced features is the MPS! 250. Il is probably 
because they are all basing their knowledge on ihe 
early standard printer - the MPS801. On your second 
point it may be to do with the age of the cartridges, and 
perhaps they are not fully compatible with the 128 
start-up procedure in the way nf converting to C64 
mode when a cartridge is plugged in, The pins could be 
dirty or connections could be loose, bui without 
knowing the exact problem I can't expand on that 
matter I'm afraid. I suspect, though, that il is likely to do 
with the software in the carlridges rather than the 
hardware. I am always a bit worried about telling 
people that chips have blown and that sod of thing. 
Have you tried the cartridges on anyone else's 128? 
Perhaps this would clarify whether il is to do with 
general incompatibility between those mentioned 
cartridges and theCI28. 

WANTED: ROUTINES 

DearCDU, 

I need two routines please. First of all I need a routine in 
BASIC to load the directory of a disk. Please could you 
send me one or include one on a CDU disk so that I can 
see how you have done it. I have tried to write one but 
have had no luck. Secondly, I want a routine in machine 
code to scroll messages at the bottom of the screen. I 
hope thai you can help with these. 
Shaun Ore, Birmingham. 



Dear Shaun, 

On Ihe disk you will find two programs for you, 
'T'ROH I A" and "PROFS! B". The first is Ihe BASIC muiine 
to load the directory of a disk inlo memory tit displays it 
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as well), and the second is the source code listing that 
you need to scroll messages. The latter is a super- 
smoolli scroll .ind nol your standard rough scroll - I 
hope you like it. Bolh programs have (ummenls in the 
listings lo Ml you what is happening. I hope you Ibid 
them useful. 

FUER DAS ANDERE COMPUTER 



ABBREVIATIONS 



.Mi 



ACCOUNTING 



contact with a company who r 
S.F.Musco, Surrey. 



AUTOBOOT 128 

DearCDU. 

In (he September 1990 issue of CDU there is a 
"Autoliool I 20" by Mark Hope. I have tried sew 
to get this program working and have tailed r 
Can you please explain how to work il? Also 
used lo boot urograms other than CDU menus; 
machine code knowledge of any description, 
Peter Fairer, Tyne and Wear. 



a program on the disk 
enu using the 12H's 



len used by switchir 



5 b 



answered no' to Ihe conversion of ihe disk. I also know 
that validating the disk doesn't alter the status of them 
and so I can't imagine what has happened. If you 
haven't converted the disk to GEOS format, then do it 
and see if it helps. With tin- li.i-n CiFOS disks you ain't 
convert the Funis Irom ,1 sundard program into a font. I 
don't think, so if you still lu\eu'l had an\ luck, contact 
us again and I shall forward you a disk with the full set 
of twelve fonts on it. 

DOMINOES 



I be tr 



lullim lIllTl 



ning that the sector isn't already used! 
In answer one of Peter's questions, it can be used to 
boot any program allhough [his one lias been written so 
that the program limited niuu have Ihe name "MENU". 
This can be altered if you wish but that involves 
knowing what machine code to change to alter the 
length 01 the filename and so forth. I hope I have been 

CDU GEOS FONTS 



CDU. 



figure out how to use them I can load them into CEOS 
ok. so thai Ihey are displayed on the desktop as a non- 
GEOS lile, hut I can't figure out how to make them run 
within the GEOS suite. I hope that you can help. 
Neil Love, Shropshire. 



Dear Neil, 

When you first opened the CDU disk from the desktop 
you should have been asked if you wish to convert the 
disk to GEOS format. Vou should do that, and that is the 
only instruction given in the first issue thai included the 
lonls. However. I don't believe thai i (inverting makes a 
lot of difference as to what they are displayed as. My 
disks showed up the files as Fonts although I had 



I have a problem thai you may be able to solve. In the 
March/April 19B<J issue of CDU, the game "Dominoes" 
was on the accompanying disk. Every time I use this 
program I gel annoyed because the computer 'cheats'. 
When it has the option of making the number the same 
on both sides it puis the domino on the lull hand side of 
the hoard, sometimes going 'up' and sometimes leaving 
the numbers as before. For example if the lop numbers 
■ire 0 and 2. and it plays J-l). il may go ,?s up or leave the 
numbers showing as CI and 2 - it plays the 1 on the 0. Has 
anyone else noticed this belure and lountl ihe etror in the 
program? Can someone please provide the solution to 
make it work properly. Maybe Alhol McEwan who wrote 
the pnigr.im could. 
W.LWeighill, Lincolnshire. 



roc and I have 
no doubt lhal 
e examined a 



be difficult to see what was ci 
have not had anyone else notii 
never noticed during play allhu 
you have spoiled an inconsisti 
printout of the program very ca 

one place where there seems to oe an inconsistency in 
ihe programming. It is in ihe group of IF. ..THEN 
statements in lines 22dL>-2 2'iH and to be precise I would 
think it is line 2270 lhal is causing the problems. The line 
reads: 2270 IF L=V2 THEN V2 = L: V3 = L: V4=R: 
GOSUB.... The first statement makes no sense as it 
stands. Why make V2 equal L, if you have just checked 
lo see il (_ equals VJ' hi 1 , ( umparing i\iih [he Imes around 
it, it would seem that the fiisl stalemenl after the THEN 
command should be V1=L. If you examine thai part of 
ihe listing vou will see why lhal is so. Change line 2270 
so that the first part reads IF L=V2 THEN V1=L; V3=L: 
V4=R... and see if the error still occurs. I think that may 
have solved it. 

PET GROUPS 

Dear CDU, 

This is just a short query. I have a PET with twin disk 
dnie and printer. If you coul'd let me know of any user 

> i|i dediialed lo the PET then I will be very grateful if 

you l ould supply the conlacl name and address for me 
and from where I can get any PD software. 
Trevor Porter, Cumbria. 
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RELATIVELY SPEAKING 

Dear Trevor, 

The address of ICPUG, the Independent Commodore 
Products Users Group, is ICPUG, PO Bos 1309, 
London, N3 2UT so far as I know and they are the 
people that you should get in touch with for information 
on Ihe PET and public domain services. 



Dear'CDU, 

I have never seen a routine for sorting a Relative File 
Database on a C64 except in YC Magazine in 1988. 
There was an excellent series on relative files by Eric 
Rjiiiw\ but there were so many errors in the son routine 
to make it useless. Could you provide an article on 
relative files and publish a corrected version of the sort 
routine. 

P. R. Marc bant, Kent. 



UPDATE 

Dear Mr.Marchanl, 

Hopefully appearing m ,1 future issue ot CDU will be an 
article on relative files with accompanying 
demonstration programs that I am writing at the 
moment. Ii will be a two part article, the first month 
laying down the theory and 50 forth of relative files and 
setting them up and then ihe second month will present 
such things as sort and search routines if all goes 
according to plan. However, the usual method is not to 
sort the relative file but to have an index, keeping track 
of the contents of just one of the fields for each record 
and then to have the corresponding record number 
included wilh lhal data. This is Ihen stored as a separate 
sequential file and it is the contents of the sequential file 
that are altered and not the order of ihe records within 
the main relative file. However, we shall see how things 
go. Keep a lookout for the articles. The Theory of 
Relativity. 



I would like to thank MR WOODS OF 
MERSEYSIDE for sending us a copy of the INPUT 
magazine that was requesled by MR 
SPARROWHAWK OF WEST SUSSEX, and also MR 
SPONG for forwarding the disks for MR NISBET 
OF PLYMOUTH. Both have been passed on and 
gratefully accepted. Thanks also to the other 
readers who offered help in those cases. 
MATTHEW LANGNER OF HATFIELD has pointed 
out for NEIL MARSHALL OF HEREFORD that a 
copy of the Pascal Programming Language can be 
obtained from FSSL, Masons Ryde, Defford Road, 
Pershore, Worcestershire, WR10 1AZ (Tel: 0386- 
553153). 

THE 



TECHNO-INFO 
CHALLENGE 

The very first uf the Technu Info challenges i- quite 
tougli I'm afraid. What I would like you to do is write a 
proijrjni in standard unextended Commodore BASIC 
that will CALCULATE every prime number between 3 
and 19997 inclusive and display each one as it 
Liiluilares it, together with the time elapsed up until that 
number was displayed. Not such a tall order some of 
you are beginning to lliink. Bui wail until I lell you that 
there arc 2261 uf them, and I want you to do it in less 
time than my program takes, that program being on this 
disk filed as "THE Tl CHALLENGE", and the lime being 
approximately six minutes. 

Still some are thinking il will be easy. Have a go and 
let's see if anyone tan heat the first Tl challenge. A little 
background on the algorithm that my program uses. II is 
(.ailed "The Sieve of Eratosthenes", a very grand name, 
and the original algorithm was written in ihe language 
'C and shown to me by a male, Peter Simpson - 
cheers!!! It takes less than one second to produce the 
number '3' but you must wait nineteen seconds before il 
calculates though it quickens to give '7' after a 
furlher twelve seconds, and then '11' after onh nine' 
You may then wonder how it can plough through 22i> I 
|i uli-r-. .n If** ih.ifi .lunul. o 1 i.j.l- . .... .■ 

speeds up as it goes along. II could be called an 
inlclligenl algorithm lietause once it has found one 
prime, it strikes off every multiple of thai number 
because they can't be primes In themselves. For 
example, when it has found 11, it will ignore 22, 33, -14 
and so on. When it really gels going the algorithm can 

Commodore BASIC, and in some cases less than one 
tenth of a second elapses belween the calculation of 

Now perhaps you see it is ralher a tall order but 
someone out there musl be able to beat it, or 1 will have 
to keep the prize myself! So, can anyone write or 
produce fur me a standard unextended BASIC program 
that will calculate and display (and not just display!) 
every one of the 2261 prime numbers between i and 
19997 inclusive in less than 355 seconds; If you can 
then you could he in line for Ihe first Techno Info 
Challenge prize!!! I wish each and every one of you Ihe 
best of luck. Send yoor entries lo Ihe normal Techno 
Info address but please mark your envelopes 
"CHALLENGE". Don't forget lo load the disk file lo see 
exactly how this algorithm performs 



TIP OF THE MONTH 

This month there are some POKEs for CI 28 users for a 
change. They come to you courtesy of PETER FAIRER OF 
TYNE AND WEAR. Take it away, Peter. 

POKE 241,x changes character colour; POKE 792,100 
will disable RESTORE (792,62 10 reset lo normal); POKE 
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808,100 will disable STOP+ RESTORE (808,110 to reset); 
POKE flOH.112 to disable just STOP, and POKE 2594.x 
will autorepeat keys, where V is 0 ior just the space bar 
and cursors. 64 for no repeals, and 128 far all keys 

Thanks for thai Peter. And also this month we have 
news of a detailed method tor cleaning your 64's 
keyboard out. Having heard of the plight of the 
lienllen i.in whose kevboard j;ol < lujyieil u]t with i ig.ireite 
ash, MR HEAMS OF HERTFORDSHIRE sent us his 
"masochisl's confession" on how to go about degunging 
your keyboard. It is too lengthy to print here. I'm air.iid. 
nut below is ,1 quick run-through in wb.it you will need 
in the way of tools; and if anyone would like a copy of 
the- Tul I instructions, please send a request to Techno Info 
and I'll send a copy on to you. I'll let Mr.Heams explain 
further... 

Vou will need: A number 0 or 1 crosshead screwdriver; a 
medium sized flalhead screwdriver; a selection of 
i I ' ri (--.In-.nl si iv.vdi \-vr-: ,i buiilt ni "Tippe.v" in 
tin of cellulose paint; two dozen M3 x 20mm, 
countersunk steel machine screws, nuts and washers 



(imperial equiv. 6BA x 3/4"); a handdrill; a clearance 
drill, 3mm (imperial equiv. 7/64" but 1/8" will do); a 
countersink drill, 5.5mm (7/32*); some cleaning fluid (Iso 
Propyl Alcohol); a diagram of the keyboard in case you 
forget the layout of the keys; a small (15-20 wattl 
soldering iron; a small spool of cored solder: and finally 
(and in my view it's probably most important - TechEd) a 
resolve not to worry about having to lash out forty quid 
for a new keyboard n jN prove- a disaster!! 

Thanks. Nothing like boosting confidence! Vou can 
probably tell from that list that it is a pretty thorough 
job that you will be doing and so if your keys have to 
fight their way through a layer of gunk every time Ihey 
are pressed, do not hesitate lo get in touch. 



That's all for this month. Don't forget the challenge 
and don't forget to keep sending us your tips. And if 
you have any programming or software problems, 
please don't forget that we are here to help, lust take 
the time out to drop us a line at CDU Techno Info, 11 
Cook Close, Brownsover, Rugby, Warwickshire, CV21 
1NC. See you in April! 



AUTO MENU 



A menu maker program with a difference, by PAUL GANDER 



This program constructs a menu by reading through the 
disk's directory and storing all of the filenames that 
begin with a full-stop. This means that the menu is 
automatically updated whenever you SAVE. SCRATCH 
or even RENAME a program. Also, the number of 
programs you may have on the menu is limited only by 
the capacity of the disk. Unfortunately, it also means 
that you may only LOAD and RUN Basic programs 
directly from the menu. This is because there is no 
practical method of indicating the execution address of 
."i mathniL' i ode program. However, bv writing a simple 
Bnsic lo.irler. which can be RUN from the menu, it is 
not only possible to execute machine iode programs 
but also to load MULTI-PART programs or even to install 
a fast-loader. Here is an example of a simple loader 
program; 

10A=A+1 

11 IFA=1THENLOAD"filename",8,1 

12 IFA=2THENLOAD"filename2",8,1 

1 3 SVS491 52 



INSTALLING AUTOMENU 

Load and Run "AUTOMENU SAVER", or select it from 
the CDU menu. After the opening message you be 
prompted for an input. You can enter any DOS 
command that may be required to prepare a disk for 



m-.i. I . ■ . . ■ Fur i n| 'It', Ilit- disk !ii,i\ 'ii.'i.'il ii n null in;,! 
or, if there are any Basic programs already on the disk, 
you might like to RENAME them with the full-slop prefix. 
You can also view all or part of the dinTtort -imply by- 
entering (followed by the relevant pattern matching 
i li.ir.it 'i r- ii vi hi w ish to be selective,! Entering an """ 

return you to Basic. Should any problems arise, you will 
be intormed by way of a disk status report. If necessary, 
use the DOS commands to correct the errors and try 
again. 



USING AUTOMENU 

It is always a good idea to reset the computer before you 
load a new program. As AUTOMENU is always in-lailed 
as the first entry in the disks directory, you may load it by 

entering; 

LOAD"-",8,l 

The program will start automatically and begin reading 
the directory. The menu will be displayed in pages, eai ii 

LEFT/RIGHT keys to*seTect the" rXvam p^ge^and't^ 
cursor UP/DOWN keys to select the filename. Finally, 
|ire-s KV I'URN to LOAD and RUN the selected program. 
That's all there is to it! 
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DESIGNING A ROLE 
PLAYING GAME 



This is the fourth and last article about design in.; roll' 
playing Ramos. The firsl three articles have concentrated 
on the major building blocks of a game system - the 
characters, combat and magic. This month, I am looking 
at a few bits and pieces which show how you, as game 
designer, can keep control of the game and ensure that 
it plays well. 



GAME LOCATIONS 

Have ynu ever slopped to consider why so many role 
playing names are set on ISLANDS? The answer is a 
simple nne. It is merely a device so that the programmer 
can control where the player can nr cannot go. The 
alternative of a sign in the middle or a desert saying 'Do 
not venture beyond this point' reduces the game's 
credihilil\ quite ( onsiderably. 

DUNGEONS and BUILDINGS don't have the same 
problem as they have- natural boundaries to keep ihe 
player within set limits. ..One extra advantage of 
maintaining Ihe wilderness this way is that you can 
ini lucle onshore islands or outlying asteroids that the 
player must visit whit h in turn require him to find a -hip. 
na\ igale successfully, light oil ski creatures and so on; a 
whole range 01 activities lhal wouldn't ni-i essanly appear 
in a land locked game. 



OBJECTS AND DEVICES 

One of Ihe main problems that I tome across lime and 
time again is the inclusion oi objects or devices which, 
whilst very pretty, arid little or nothing to the game, h is 
all very well to offer a player the choice ol SHORT 
SWORD, LONG SWORD, TWO HANDED SWORD, 
BROAD SWORD, BASTARD SWORD, HAND AND A 
HALF 5WORD, SCIMITAR, CUTLASS, RAPIER, SABRE 
AND EPEE etc., etc but do you really need all of them, 
t-spi-i 1 alls when 11111 lake into ai c mini magic ,il and 

used elsewhere? 



The same applies to specific articles oi armour, types ol 
food available at the local tavern and even the 
hew ilrienng array <>l mag ii a I -pells available to you. OK, 




wardrobe in the corner. It is the same with keys. If you 
have a bunch of keys, it is logical that you are going fcl 
try ihem all in a lock to see if one oi them fils. You do not 
want a situation where you have to enter 'use red key - 
nothing happens. Use blue key ■ nothing happens and so 

Think oi all ihe RFC names ynu have played and write 
down a list of all the spells, weapons and items that you 
used most oiten. I suspect that the list will be fairly short 
and a fraction of those available 10 you. 
It mighl lie nice to have spells available to you that make 
the enemy slightly easier to hit or your own party move 
faster bul in all iairness, how often did you ever use 
Ihem. Any adventurer worth his .all is fining to wade 

to use a nice little spell that gives him an extra live pei 
cent chance of hitting an opponent. 



CREDIBLE STORYLINE 

I believe that where the detail should be concentrated is 
in making the story line more interesting. You have your 
basic quest and there is a fair chance that it is going to 
involve seeking out and eleslioving some ultimate evil nr 
rescuing a princess or proving your birthright or 
whatever. What vou want to try and avoid is the leehng 
nf just wandering round -. - n I i I you ( ome a< -oss the lifjit 
l.e\ for the r e.iil if tor. 1 t the- eight segments of the ■.■■.and 
of justice or whatever. 

There should be a number of sub-plots to keep your 
interest going as well. Rather than let the playec evplore 
willy-nilly, divide the game up into chapters, each with 
its own minor story. Invent different scenarios that 
sidetrack the player temporarily. You know that it is all a 
means to an end hut because it is w ritten well, ii doesn't 
actually feel like that. There is nothing more boring than 
wandering round dungeon A, killing a few monsters, 
Riming Ihe [leisure, going up a level in experience and 
Ihen goinj; rounri dungeons B, C, D, and E and rloiny the 
w-oe i- i'i ovei again. M<i VOU LISTENING BARO'S 
TALE? 



SUITABLE OBJECTIVES 

Mini-quest objectives don't have to be aboui killing 
monsters or finding magic gems. Use vour imagination 
or, at a pinch, use and adapt somebody else's! Off Ihe top 
of my head, here are half a dozen ideas that are 
sufficiently different to make a player sit up and take 
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. Befriend a Unicorn, 
naidens, you might hav 



NO REDUNDANT FRILLS 



sations Willi iharaners. visiting sages, discovering 

, finding scratched messages on walls or even 
computer terminals if you are using a science 



2. Find a way of stopping the war between the goblins 
and the elves. This might involve both camps lining 
extremely wary of you or one side tolerating you with the 
other lot haling your guts, 

i. Interrupt a religious ceremony. Why are two hundred 
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opportunity jo learn how to repair toas 

mend a toaster (the game does!) 
I believe thai the ideal game balance It 
between a hack and slash role playing 
traditional adventure.lt is important to brec 
with text in order to impart c lues, add dei 
story, inform about the next pan of the qu 
Information can be imparted either 



IN CONCLUSION 



ON THE DISK 



CI 28 SOLITAIRE 

A very good C1 28 version of the board game 



CI 28 Solilaire is based on the English version of rhe age- 
old game. Il consists ol a board with 1 '. positions and 1- 
game pieces. The object ol" (he game is (o finish with only 
1 game piece on the board. Pieces are removed in the 
same way as Draughts, ie. one piece jumps over an 
adjarenl piece into .i empty position to remove the piece 
which was jumped over. You can only jump in 4 
directions, ie. not diagonally, and every move must result 
in a piece being jumped over and removed. The game is 
played in 40 i olumn mode using .1 joystick in port 2. 



INSTRUCTIONS 

There are two fries "SOLITAIRE" and "SOLITAIRE. MC" 
load and run "SOLITAIRE" and the it will then load the 
second rile. (CI 28 Solitaire will load from any device B- 
111 After the title screen you will be given the game 
board with the option in the left hand corner of START or 
DEMO, 

Pressing "D~ will start the demonstration of how the 
game should lie played. Pressing the space bar will allow 
you to quit the demo or you can let it run until it finishes, 
either way you will be shown the screen as hetore with 
the two options. 
Pressing "5" will start the game. 



PLAYING THE GAME 

button to confirm selection. Next, move the joystick in 
lh,. rim-Minn vnu wi-h to jump 'this will he indicated by 

jumped uvei will lie removed Hum the hoard. A move 
can be aborted when the while pointer is shown on 

appear on the opposite side. You can quit the game at 
any time using the space bar. The game is over when 
there is only one piece left, at this point the screen will 
Hath a number times and then the starling position will 
be re-created and you will be given the two options 
again. If at any time during Ihe game you find you can 
not make any legal move you must press the space bar to 
quit and start again. During a garni: or demo the screen 
will show, in the right hand comer, the number of moves 
which have been taken. 



ZAKRON 



Bounce that ball!! by A.DOCHERTY and P.ATKIN 



Back in those dark days of the A... I games console, one 
of the more popular games had you knocking bricks out 
of walls with a continuously moving hall. Since then, 
hundreds of variations have appeared on the scene. 
Basically they are the same, the main difference being 
the number of levels and the type of extra weapons that 

A VIEW FROM ABOVE 

ZAKRON takes the 'BREAKOUT' theme a little step 
further. Instead of the normal two dimensional playing 
area, you play on a three dimensional plane. The idea of 
the game is to accumulate points by knocking bricks out 



with the continually bouncing hall. The ball is controlled 
by the player using a bat, as with all 'BREAKOUT' 
variations. The difference being that you are ABOVE the 
playing area. 



TIMING IS VITAL 

When the ball reaches the bottom of its bounc e, and is at 
its smallest, the player has to deflect it by positioning the 
bat appropriately. The angle ol" deflection of the ball 
depends on its point Of impact on the bat. When you first 
see the game you will think that there is nothing to it! I 
warn you now, it's not as easy as it looks. Enjoy!! 
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BASICS of BASIC 



A series of Basic tutorials designed to make the beginner an expert 
|OHN SIMPSON 

Last month we introduced you to this new series for the You will have noticed thai the first PRINT statement 
s to the art of programming their computer contained quotation marks before and after the words 

"■ ' ,-ou in at "HEL 

the w 



For a short while from now on, when pressing the Well the 
RETURN key is iiecesvary. I will remind you by the use of charactet 
the abbreviation:- <CR> (which stands for Carriage 
Return). 



e ready to input a PRINT 



PRINT "HELLO WORLD." <CR> 



alemenl "HELLO WORLD." is a series of 
characters placed together to form what is termed a 
STRING ia siring of characters). By placing the 
charades inside the i|Uok--> lt-1 s the com [Miter know that 
thi- i- .1 siring. and NUI a variable nm instant Libel, so it 
doesn't search through a variable list It may have 
conslrui led In linrl ,1 value assigned lo a label, as it will 
when lining COUNT. It knows that you require the 
STRING to be printed. 



You will notice that immediately 1 1 ai prrsvd I In- i>- 
key the message HELLO WORLD, was printed under PRINT st, 
your PRINT statement, followed In a blank line, and then 
the word READY with the cursor blinking just below this. PRINT "THE VALUE IN COUNT IS"COUNT <CR> 

What has actually taken place here is that you typed and and the result: 
issued to the computer a "DIRECT COMMAND". Once 
the computer e\e< uled your statement, the statement 
then ceased to exist, so to speak. In other words it was 
not a re-runnable or saleable program. After execution of 
the PRINI statement the i 01 neuter inlnrmwl you that the 
task you had set it was complete, and that it was awaiting 
your ne\l input. This was the computer's response with 
the word READY. The flashing cursor is a prompt mark, 
and also informs you of the sirccn position where your 
next typed input will be positioned. 



We can also assign values to variables and constant 
labels. A variable is a changing value, whereas a constant 
remains fixed (we shall be dealing with these later). Here 
is an example of assigning values lo labels, and it is here 
that we shall introduce another keyword, namely, LET. 

IET COUNT = 10 <CR> 

Alter pressing the return key nothing will appear to have 
happened. You will simply receive the computer 
response with the word READY. In actual fait something 
has occurred, in that the computer has set up a variable 
using the label COUNT with which to identify it, and it 
has assigned ibe value of 10 to that variable. We can 
i beck this by using our PKIN I (oinmand oik e again. Try 
this: 

PRINT COUNT <CR> 

and there below the print st, 



THE VALUE IN COUNT IS 10 

We can also change the v, 
arithmetic qualifiers. Type thi 

LET COUNT = COUNT + 

Now it you type: 

PRINT COUNT <CR> 

you will see that the value held ir 



e of COUNT by using 



■ased I 



qualifiers, such as +,-,*,/ (plus, mir 
You can also use whatever value yt 
arithmelii operation. Why not try , 
However, should you try lo divid 
which is obviously nut possible 
respond wilh an error message. In tl 



7DIVISI0N BY ZERO ERROR 



We can Inslrucl Ibe computer to add together variou: 
Values held within several variables. Tirst, however, W( 
it appears the number need to set up several variable labels and assign values tc 
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LET A = 5 <CR> 
LET B = 2 <CR> 
LET C = A+B <CR> 
PRINT C <CR> 

Once more the arithmetic operand can be one of many, 
as mentioned earlier where we changed ihe value hew 
in the variable COUNT. 

Notice that I reduced the length of" each label to just one 
character each - A,B, and C. You can use multiple 
alphah/lic al characters as well as numeric characters for 
variable names, however, there are certain restriction*, If 
you mil alphanumeric characters, then the label must 
start with a letter (At, X2b. COUNT10, etc.). No matter 
how long the label is the computer will only use Ihe first 
I wo character;., su .1 von defined three variables as SUM 
SUN, and SUPER, only one variable would exist - SU. 
The extra characters are allowed so that you may 
recognise more easily what it is you are storing. 

A further restriction is that you cannot use keywords as 
variable labels, such as PRINT, LET, OPEN, CLOSE, and 
neither can you use words which contain keywords 
within them. For example there is a keyword named 
ON. so if you were to attempt to creale a label called 
SECOND, lor example, the computer would reject this 
because ON appears within SECOND. 

Try it: 

LET SECOND ■ 5 <CR> 

The computer responds with: 

'SYNTAX ERROR 

This is probably the most frequent error message you will 
come across. As soon as the computer finds something 
within your statements that it doesn't understand, or 
conflicts with ihe syntax it expects, then this is the error 
mi'ssaiji' that vou will receive. 

There are many short cut key actions we can use to save 
typing in whole keywords, we shall deal with these as 
lime goes by, but probably the most frequently used is 
the ; to replace the word PRINT. Also, it isn't necessary 
to place a space alter the command word. Let's try this: 

!"HELLO WORLD." <CR> 

?COUNT <CR> 



SOME KEY ACTIONS 



Before we continue further, let us take a closer look at 
the keyboard itself. There are a total of 66 keys. Using 
these kevs in conjunction with each other (.in activate 
some very useful facilities. We shall lake a quick look at 



some of these. 

If you press the key at the top right of the keyboard 
marked CLR/HOME. then the cursor Will be reloraled to 
the lop left corner of the screen - homing the cursor. By 
now your screen will be full ai i haracters where we have 
just heen conducting all of Ihe foregoing examples. To 
clear, and to relocate the cursor prompt to the top left 
corner of, the screen simply hold down one of the two 
keys marked SHIFT, and lap the key marked CLR/MOM& 
Instantly the screen is cleared! When I wan! you to 
perform this operation later, I shall use the following 
abbreviation:- <CLR>. 

Hold down the key which is positioneil near the top left 
of the keyboard and marked CTRL, and then tap any key 
marked 1 to 8 and the cursor, as well as any character 
typed there. iller, will change to Ihe colour printed upon 
ihe face of the key. This allows you a selection <>i eight 
colours, but there are sixteen colours altogether, so to 
obtain the other eight colours hold down the 
commodore key - this is the key next to Ihe left SHIFT 
key and marked C= - and again lap anyone of Ihe 



will become light-blur, and light-blue into dark-blue (if 
you haven't yet changed the character colour!), hold 



down the control key <CTRL> and tap the numeric key L ) 
which has RVS/ON printed upon its face. Once you 
have done this you can print a band of colour onto the 
screen by holding ilnun the space-bar. To get back to 
normal video, again hold down the control key <CTRL> 
and tap the 0 [/era) key - RVS/OFF. 

On the face of the alphabetical keys, as well as several 
others are printed two graphic symbuls. To obtain the 
i.^in hand symbol, hold down the shift key and lap the 
key with the symbol you require, and to obtain the left- 
h.intl symbol hold down the Commodore Lev and tap the 
key with the symbol you require. 

I have outlined these key functions because quite soon 
they will prove very useful when we start to create actual 
programs. 

So far we have user) several keywords but we haven'l 
actually created a re-usable program. This then is our 
next stage. 



LINE NUMBERS 

When the computer executes a program, it needs a 
starling point, and an ending point. Much like runners in 
a cross cuunlry race. The race umpire will give the 
runners instructions, such as run to the end of the field, 
cross over a small river, follow the river to a small wall 
by a wuod, then follow ihe small wall until you come to 
a green gate, etc., etc. 

This is analogous to a program. We give the computer 
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instructions. However, getting back to our race analogy, 
it may he a novelty rat e. and when the runners reach the 
green gate they will receive a new set of instructions. 
The same can apply to our computer program. We issue 
it with instructions to go so far, where it will receive 

Line numbers are the basis ol telling the computer where 
to start, and where to go ironi there. Line numbers can 
start from line number 0 l.zerol up to line number (.5,535. 

I 0. arid use line' number int r erne ills tit ten, i.e. 

10,2030,40 and so on. 

We use inc remenls ol ten lor a very good reason. It often 
lolluws. when L leieloping ,i piogum thai you miglil nut! 
the need to add some inslrtu lions within you program: j 
piece of code vou ulav have forgotten or whaleier. It 

increments, 1 ,2,3,4 etc., you have a problem ot where to 
plate the code which needs to be inserted. It would 
in e. "in inii ic-l ing i-olji c-uli'e program lo dale - Oh! 
Troublesome! If, however, you had left large steps, then 
10, 20, 30, 32, 33, 36, 40 is no problem. 



OUR FIRST PROGRAM 

We will write our lirsi program using ih.n yjiich we have 
already done, however, now it will be a saleable and re- 
usable program; DO longer DIRECT COMMANDS. Type 
in the following: 

10 PRINT"HELLO WORID." <CR> 
20 LET COUNT = 10 <CR> 
30 PRINT"THE VALUE OF COUNT ="COUNT <CR> 

I lie ( ompiiier lo i -.ei uie it. This. ,-. done In using the 
RUN command. So. without a line number type: KUN 
<CR>. Each time you type RUN the computer will 
eiecute the program. 



SAVING A PROGRAM 

li you now place your formatted disk into the disk drive, 
we shall now save this program so that it can be retrieved 
on another occasion. But first, a quick explanation as to 
why we need to save programs to disk, or tape. 

There are two types of memory cells within the C64. 
One type is called RAM, and the other ROM. RAM is 
memory which you tan write lo. The program we have 
just created did exactly that. It used a block of memory 
cells in RAM memory and slored the information there. 
We can also read this memory, for example, when the 
program printed: THE VALUE OF COUNT = 10 then it 

li.A- I Ilc.l an Ml , ,,p., th.it value :il doesn't lake it 

out, otherwise COUNT would reduce lo zero), and print 
it on the screen. 



ROM memory, on the other hand is memory which we 
cannot write too. in other words, we could nol have put 
our program there. But, we can read from it. If all of this 
sounds complicated don't worry about il, the computer 
has a large program inside it, placed there by the 
inanuiactures, antl which manages the system, knowing 
exactly where to put things. 

The point I was making : s thai RAM memory becomes 
garbage once vou switch oft Ihe power to the computer. 
Each memory cell in RAM is unahk- to hold imormjln >n 
wilhoul power, whereas ROM is not lost when you 
switch off the machine. So, to ensure lhal we don't lose 
our important, and hard worked at. programs, we must 
save them to a storage tie; ice ol some sorts. 

To save to a disk. then, type in the lol lowing: 

SAVE "TESTPROC1",8 <CR> 

The disk drive light will come on and there will be some 
drive activity for a moment. The computer will print to 
the screen the message, SAVING TESTPROC1, and after 
a lew moments the disk drive light will go off and the 

■■■■ I :.i ■ 1 1 1 i "li'- 'li -s'l .pi ■ 



LOADING A PROGRAM 

Ol course later we may need lo gel Ihe program back off 
ihe tlisk and into the computer's memory. At this pomi m 

switch it back on the program we just saved will have 
gone. Now we can load die pn igi am back into memory. 
To do this we must know the name of the program, and 
then we simply type: 

LOAD "TESTPROG1",8 

Once again the disk drive light will come on and there 
will be drive activity. This time, however, the computer 
will print, SEARCHING FOR TESTPROGt. If you 
mistyped, or used a disk without TESTPROG1 upon it, 
Ihe i ornputer will respond with the error message. 'FILE 
NOT FOUND ERROR. 



LISTING A PROGRAM 

It may be that during Ihe course ol writing a program we 
may wish to view ihe program list. so. without a line 
number, simply type; 

LIST 

This will cause a listing to scroll onto the screen. If the 
lisi is too lung fen the screen si;e then il will start to scroll 
off the top of the screen and onto the bottom. Vou can 
slow the speed oi the scroll down soinewh.il by holding 
down the control key <CTRL>. You can also list just a 
part of the list with, LIST 10-20 this will only list the lines 
from ten lo twenty. 
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If you now clear <CLR> (he screen (remember to hold 
down a shift key and lap Ihe key marked CLR/H< >MEi. 
and then lype LI5T, the lisl of the program we wrote a few 
minutes ago will reappear upon the screen. 

Summary of Part One 

We have discovered how to enter into the computer 
certain keywords together with the action desired, such 
as PRINT, which (Van print a character string to the screen 
b\ eric losing the stiint; within quotation marks. We can 
also PRINT the value of a labelled variable by using the 
variable name without quotation marks. 

We have discovered that we can assign a variable with a 
label and a value by using the LET keyword, such as LET 



We also found that the PRINT command will allow us to 
mi* strings and variables together printing the result to 
the screen. 

We also looked at some ways in which we can use the 
keyboard to print graphic characters, change character 
colours, reverse the characters and to home the cursor 
and clear the screen. 

Most importantly we iound that at the end of a statement 
on a line we must press the return key to enter the line 
into the computers memory so that the statement can be 
computed. 

We have also looked at the use of LINE Numbers which 
we need to use to create a program, and how it is 
conventional to use the line numbers in increments of 



We have learned a little about programmable RAM 
memory and Read Only ROM. Because Ram is volatile, 
we need to save programs to a storage system in order to 
retrieve them at a later date. 

We saw how to save and load a program., and how to 
display the list of a program in memory. 



A REMARK OR REMINDER 

When we are writing long sections of code we often find 

remind ourselves just what this or that piece of code 
might be doing or what a variable label may stand lot 
etc. To enable us 10 do ibis the Keyword, REM (REMark), 
has thoughtfully been incorporated into the language. 
When we run a program and the processor comes across 
ihe REM statement it will ignore it and anything which 
may follow it on the same line. Here are a few examples 
of the REM statement in use: 

10 REM *™ PROGRAM NO 1 ••" 
20 PRINT "HELLO WORLD" 
30 END 



10 PRINT "HELLO WORLD" 

20 REM - THIS PROGRAM PRINTS, HELLO WORLD, 
THEN ENDS 
30 END 



10 LET X = 35 ; REM - SPRITE X POStTION 
20 LET Y = 70 : REM - SPRITE V POSITION 
30 REM - MAIN PROGRAM FOLLOWS 

When we have finished our program and are satisfied 
that it is working well, and that no bugs, or errors exist 

with all the REMs removed. This clue- ln r l|> ■ ;■ ..< ■ ! ., 
processor execution time, and also returns us with 
memory. We can, also, if our program is too B I C and 
we need to recover some memory, remove some or all of 
ihe REM statements. 



ARITHMETIC EXPRESSIONS 

+ Addition 
- Subtraction 
* Multiplication 
/ Division 

(up arrow) Exponentiation 

RELATIONAL OPERATORS 

= Equal to 

< Less than 

> Greater than 

«= Less than or equal to 

>= Greater than or equal to 

<> Not equal to 



SOMETHING ABOUT LINE EDIT 

If you have typed in a routine and find you need to delete 
an entire line of code, simply move the cursor to a free 
area of the screen and type in the line number you wish 
removed. When you list the program, hey presto! the 
line has Heine. Ke member Irom earlier in ihe series how I 
told you that you can also edit any mistakes on a line by 
simply moving the cursor onto Ihe offending mistake and 
typing over it! 

You can also replace an entire line by just typing in the 
line number and the statements to go on it, for maniple, 
say we had this line: 

150 X = 20 :IF N <> 30 THEN X = 10 

which is not required, we simply lype in a newline, thus: 
150Xs 10 

The old one has gone, replaced with Ihe new one. 
Another useful trick is line duplication. Say we had 
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Information - and they can be spread , 
program, il is not necessary lor them to be c 
we can place the cursor over the line number of the line 
which we desire to copy, or duplicate, and overtype this 
number with the new line number. 



of the array we can identify the one we require by simply 
■Wliri.c sumi'lhinj; like: AA of element 3, or AA or' clement 
1 , etc. This can be directly translated to the computer by 
replacing the words "of" element" with brackets around 
the element number, thus: 



10 PRINT "THE RESULT OF THE EQUATION IS" N AA(3) or AA(1) etc. 



Cursor over the 10 and change it to 30, or some such 
number (you then must press return!. Now when you list 
the program you will discover that you have two lines 
identical, except for different line numbers. If the 
variable needs to be changed (in our example, although 
il could be anything else), simply overtype the old 
variable Libel, or whatever, with the new one before you 
press return. 

A line such as this: 

10 PRINT "[S H I FT.C L R/ HOME] " 

will clear the screen and send the cursor to the top left 
corner (the home position). Now I have placed what it is 
you need to do in the square brackets - you don't 
actually lype in ISHIFT.CLR/HOME1, vou simply press the 
shin kev and the CLK/HOME key at the same time, this 
will print a reversed heart symbol. 



The computer understands this to mean the third, or fir 
position within the array called AA. This means we cj 
fill the array with any number we might require, f< 
example a line such as this: 



will fill the array with those values, so if we 
the array it would look something like (his: 



0: tO : 
1 : 20 : 
2 : 100 : 
3 : 200 : 



A FIRST LOOK AT ARRAYS 



An ARRAY tdn he v.sual.setl 
wb i h h 'hen sub-divided into a predetermined 
ol pigeon-holes We can then label the enine c 
w th d ,-ame. and aisn number 8M h at tie pi^ii: 
Hor example, we rugnt rail the container. AA 
might consist of live pigeon-holr. which ari> n 
tarry the value of *e>o 

AA 



from each element of the 
our program, change the 
by 



r.lher the INPUt or UT command Hei 



20 X - AAU) 

30 X = X + 400: AAU} = X 

40 FND 

Witnout ditii.tlly typing in this progum and KU\".n; 
idn you determine what tne element 1 o< the diray 
->olo whe<' the program terminates at lint- 4l)r 

20 PRINT AA(3) 

30 AA(3) = AA(3) + 10 

40 END 

Can you say whal value would be printed to the serf 
and what value will be contained in element 3 



20 INPUT "TYPE IN YOUR AGE PLEASE"; AA<0) 
30 AA(4) = AA<0) 
40 END 

In this final example what value will element 0 and 4 



We can drop the term pigeon-hole and use the more 
i pnventlonal term, element. So our array is, then, a five 
element array which we have labelled, AA. 
If we now want to store a value in any particular element 
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DIM THAT ARRAY 

Remember how earlier on in ihe series I explained to you 
thai the computer would set aside a part of fts memory, 
ahove the program, and within which il would store Ihe 
various variables and constant data that you might use 
within the program. For small arrays of up to eijihi 
elements this holds true ■ you have no need to worry 
about the data, it is taken care of automatically. Il was 
for this reason I confined the size of our firsl look at 
arrays to only five elements. 

What this means is that if you wish to use arrays which 
have a much larger capacity that eight elements, you 
must tell the computer how large they are going to be, 
The computer will then "set aside" ihe necessary storage 
space. From (his you will gather that you must know in 
advance roughly how 'big' your array is going to be. Vou 
can. of course, make adjustments, as you develop your 
program. However, to tell the computer to set aside this 

Dimension an array. As well as the DIM keyword we 
also need to tell the computer the name of the array, and 
how large it is going to be, for example: 

TO DIM AA(20I 

will set aside 20 elements for data. 

When we DIMension the array it is common to think, 
how many elements do I require? Twenty, so DIM 
AA(20). Now when we refer lo these elements of AAI20), 
we must remember to use subscripts (this is the element 
index) irom between zero and nineteen (the first element 
is zero and the last is 19). 

We can now write a small program which will create a 
small array, manipulate the variables held within the 
elements and then print the result lo the screen. 

10 DIM AA(10): REM 10 ELEMENTS FROM n TO t 

20 FOR X = 0 TO 9 

30 INPUT NUM 

40 AA(X) = NUM*10 

50 NEXT X 

ftO FOR X = 0 TO 9 

70 PRINT "ARRAY AA<"X"] CONTAINS -"AAtX) 
80 NEXT 
90 END 



LINE 10 Dimensions the array to ten elements. 

LINE 20 Opens our first loop of subscripts. 

LINE 30 Input request stored in the variable NUM. 

LINE 40 Fills the Xth element of the array AA with 
NUM multiplied by 10. 

LINE 50 Increments X, if less than ten it will continue 
to loop otherwise gci to line 60. 



LINE 60 Opens our second loop of subscripts. 

LINE 70 This line will print the value in each element. 
Nnte the way in which the print line is structured with 
"ARRAY AA(" in quotes letting the computer know Ihj. 
a string lo be primed, Ihen the variable X llhe element 
numberl followed by a further string in quotes ") 
(."( JNJTAINS ■", and finally the variable Xth element of the 
array AA(X). 

LINE 80 Increments X, if less than len it will continue 
to loop otherwise go to line 90. 

LINE 90 Terminates the program. 



The DIM statements you may use in your program should 
always he situated somewhere right at the beginning <>r 
the program, and should you forget to DIM and array, or 
use more subscripts than you dimensioned lor, Ihen you 
will receive Ihe error message: 

>.B\D SUBSCRIPT ERROR IN <Line Number> 



STRINGS AND MULTI- DIMENSIONS 

So far we have only dealt with 'number' arrays, and only 
one dimensional arrays at lhat. Ihe single ilimension.il 
array is really a sophisticated List of dala, but. by using 
multiple dimension-., il is possible lo creale even more 
sophisticated Tables of dala. We are not restricted In 
Arrays of numbers either, we can just as easily creale 
Arrays of strings. 

First, let us take a quick look at a two-dimensional array. 
This can be viewed .is two single li-t 1 - pul together. We 
declare ihe array as: 

DIM AA(2,S) 

The array can be visualised as thus: 



X 



0: 10 : 400 



1 : 20.50 : 500 



Y 2 : 1 00 : 1 000 



3 : 200 : 7.2S 



4: 2.10 : 67 



To access any element within the array, we require the 
use of two sets of subscripts, namely ihe X or Columns 
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our array 0 and 1 ), and the Y 
< 1.0 through to 41, Lei's put 
iith will fill the array, and pr 



10 DIM AA(2,5) : Z = 10 

20 FOR X = 0 TO 1 

30 FOR V = 0 TO 4 

40 AA(X,Y) = Z:Z = Z + 10 

30 NEXT V 

f>0 NEXT X 

70 PRINT " X"," Y'V'VALUE" 

80 FOR X = 0 TO 1 

90 FOR Y = 0 TO 4 

100 PRINT X,Y,AA(X,Y) 

110 NEXT Y 

1 20 NEXT X 

130 END 



Ot (nurse you can eitenrl Mir parameters or dimensions, 
of the array to any reasonable size - simply remember 
that the compuU'r dors have limited im-mory and if you 
dimension an array too lar R e you will receive an error 
warning, namely, ;0UT OF MEMORY ERROR IN <line 
number>. Even if you don't receive this message initially, 
once you start to program more code, you may well run 
up against it. Large .irr.iv- cal lots of memory! 

STRING ARRAYS. 

All that has been said about number arrays is equally 
valid for string arrays. However. lo let the computer 
know we are dealing with -.tririj; arrays we need to use 
the string preli< ni the dollar sign. Thus: 

10 DIM AASI5] 
20 AASIO) = "YOUR NAME" 
30 AAS(1 ) = "YOUR ADDRESS" 
ETC. 



LINE 10 The firs! 
dimensional array. Then we place the colon lo separate 
the commands. We then set a variable labelled, Z la 



LINE 30 Marts off [he inner loop par the rows subscripts 
What this means is that the each element ol a columr 
■A ill tie iillt'd belori' the row is incremented. 



inal string arrays just the 
nensional number arrays, 
springs to mind might be 



For something like this you would set up a series of 
'fields' for each item in the name and address data base, 
something like. NAME field, STREET field, TOWN/CITY 
lipid. COUNTY field, POSTCODE lield. TELEPHONE No 
field, and perhaps a COMMENTS field. This would give 
the array seven Columns, or fields, and if you chose to 
allow enough space for say 100 separate people, or 
rei ords, then you would dinn-iwun Hit' -.Iring array as: 

10 DBSI7,10u) :REM 7 FIELDS BY 100 RECORDS - DB = 



LINE 50 and 60 



We cannol mi\ number variable with strings in th 
array. Each lype must have its own array. Of c 
string can consul ut number-., hut they won't be v 



I 5678. 



tent. This line do is ensure thai the^rows of each array (siring and 

t will force a eai h players name, and their current st ore. This would 
?n each use of be achieved by setting up Iwo arrays, one to hold the 
names, and ihe other lo hold the variable scores, such as: 

:r FOR. ..NEXT 10 DIM NAMEStIO): DIM SCORES(IO) 



110 anil 120 Increment the FOR... NEXT n 

130 Terminates the routine. 



1000 FOR X = 0 TO 9 

1010 PRINT NAME$(X) "SCORE IS " SCORE(X) 

1020 NEXT X 

REST OF PROGRAM 
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Subscribe now . . 

And Save t O 



Don't 
Delay 



OR KICK YOURSELF FOR THE REST OF THE YEAR . . . 

We've gone mad and are offering you a once only opportunity of 
receiving Commodore Disk User's next twelve issues for the 
staggeringly low price of £25* if you live in the U.K. We will even post it to you 
free as well. 

^ ^.^^-^^.^^--^ _ ^ 

Please commoner m --Li h-.t r ; pi it.jn in ( orvimuriim- Di'.k I iserwilb ibe iss 

I endow a cheque/postal order for £ made payable to AlPHAVITE PUBLICATIONS LTD. 

□f debit £ trom my Access/Visa Card No: 

Valid-™ » I | I I | | II I I I J I II 



Today 



Sturjlu-p \atre. .. 

Address _.. 



Subscriplions Mm^r, Alphavili' PubttatfoR! Ltd., JO Pollers Lane, Kiln farm. Milion Keynes, MK1 1 .Wf. 



Its easy 
to complain about 
an advertisement. 
Once yon know how. 



One of the ways we keep a check on the 
advertising that appears in the press, on 
posters and in the cinema is by responding to 
consumers' complaints. 

Any complaint sent to us is considered 
carefully and. if there's a case to answer, a full 
investigation is made. 

If you think you've got good reason to 
complain about an advertisement, send off 
for a copy of our free leaflet. 

It will tell you all you need to know to 
help us process your complaint as . 
quickly as possible. J 

The Advertising Standards Authority W 
If an advertisement is wrong, were here to put it right. 
ASA Ltd.Dept 1 Brook House. 

Tomngton Place. London WC1E 7HN 



TIMEWORKS SOFTWARE SALE 
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